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USTI!ACT 
An operational study evaluating the utility of AS TAR 
(Automated Simulator Test and Assessment Routine) and AIMS 
(Automated Media Selection) was conducted with the assistance of 
training analysts from Newport News Shipbuilding, located at 
Newport News, Virginia. The analysts were asked to use and 
evaluate ASTAR and AIMS and compare them to the existing 
methodologies used by Newport News Shipbuilding. The specific 
subsystem used in the study was the SEAWOLF IAL (Internal 
Auxiliary Launcher) System. A combination of questionnaires , 
self-initiated logs and actual results derived from the use of 
the two device evaluation techniques were used to gather data on 
ASTAR and AIMS . The findings indicated that while both programs 
were perceived to have benefits, they both had shortcomings. Of 
the two AIMS appeared to have higher acceptability than ASTAR. 
ASTAR was perceived as extremely unfriendly. Both DET were 
developed several years ago and do not reflect current state-of-
the-art software and interface designs. In both cases, almost 
all of the negative features cited could be corrected by updating 
the programs to make use of current guidelines in softWare design 
and hUman computer interface design. A number of specific 
suggestions for changes to the programs which would improve user 
acc eptance were elicited during the study. 
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1.0 INTRODQCTIO" 
An operational study evaluating the utility of ASTAR 
(Automated Simulator Test and Assessment Routine) and AIMS 
(Automated Media Selection) programs was conducted with the 
assistance of training analysts from Newport News Shipbuilding, 
located at Newport News, Virginia. These analysts were asked t o 
evaluate ASTAR and AIMS in terms of their utility in the 
Instructional System Design (ISO) process. Newport News 
Shipbuilding is in the process of conducting an extensive 
training system development activity for the Navy's new SEAWOLF 
class of submarine. This submarine is under development at this 
time, so no actual operational systems are currently in the Navy 
inventory. The specific subsystem used in the study was the 
SEAWOLF IAL (Internal Auxiliary Launcher) System. The analysts 
were asked to compare ASTAR and AIMS to the existing 
methodologies used by Newport News Shipbuilding. A combination 
of questionnaires, self-initiated logs and actual results derived 
from the use of the two device evaluation techniques were used to 
gather data on ASTAR and AIMS. 
The main purpose of these studies was to evaluate ASTAR and 
AIMS in the actual operational environment by individuals 
(training analysts and/ or subject matter experts) who would use 
such programs once distributed. The objectives of the project 
were to demonstrate the operational utility of ASTAR, develop a 
transition plan to implement ASTAR as an operational technique, 
and compare and contrast ASTAR, AIMS and traditional design 
methodologies . The subsystem addressed during this operational 
study is an actual system for which the training requirements 
will be finalized during the course of the SEAWOLF program. 
~ ASTAR 
The Automated Simulator Test and Assessment Routine (ASTAR) 
is an automated decision aid designed to assist an analyst in 
evaluating the effectiveness of a training device or method. 
ASTAR uses generally accepted training principles to evaluate the 
effectiveness of any training method that involves practice on 
job tasks. ASTAR helps the analyst evaluate a training approach 
by asking questions about the learning difficulty or the transfer 
of training to the job environment, and converts the judgments 
provided by the analyst about various facets of the training 
system into a forecast of the system's effectiveness. The 
analyst responds to a series of questions asked by ASTAR and 
assigns the training device under evaluation a subjective rating 
score between zero and one hundred. The rating score represents 
the analysts' perception of the effectiveness of the training 
device on a percentage basis. 
The ASTAR program has three levels of evaluation based upon 
the level of detail provided by the analyst . Level One utilizes 
general ratings from the analyst without the need to build ~ data 
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base of tasks and subtasks as Level Two or Three does. The 
decision of which level to use depends upon the amount of 
information available to analyst about the training 
device/ method, the operational equipment/performance, the tasks 
to be trained, and the trainees themselves. 
Using the analyst's ratings, AS TAR computes several 
"effectiveness" scores which can be used to make comparisons 
among devices or methods. An Acquisition Effectiveness score and 
a Transfer Effectiveness score provide a basis for comparisons of 
what is learned on the device and what remains to be learned on 
the job . These scores can be combined to provide a summary score 
of Training Effectiveness. 
1.2 ~ 
The Automated Instructional Media Selection (AIMS) aids the 
analyst in the selection of media/ training equipment to satisfy 
training requirements. The system is more flexible than other 
media selection tools in that the user can change the definitions 
and assumptions about needed features inherent in the system. 
The analyst establishes a set of training objectives and then 
uses a checklist to identify the media attributes required to 
train each objective. The selected media are then ranked in 
order of relatedness to critical attributes, and the total number 
of times each medium is selected across all objectives is 
tabulated and printed out in a worksheet format. AIMS contains a 
data base consisting of up to 99 media and 99 media attributes . 
The analyst can add to or delete from the data base, thereby 
changing the media model to fit particular needs. 
1.3 SEAWOLf ~ 
The function of the Seawolf Internal Auxiliary Launcher 
(IAL) System is to launch both six-inch and three-inch devices 
for evasion, environmental monitoring, communications or 
signaling. This system consists of twin launchers for expelling 
various devices such as torpedo countermeasures ETC-l, NAE 
beacons MK3, and various signal flares and smokes. 
Bathythermographs, used to record certain water conditions, and 
communication buoys also may be launched by the system. 
The IAL system consists of the following equipment: IAL 
barrel assemblies, ram ejection pump (REP) assembly, seawater 
impulse valve assembly, equalization hull and backup equalization 
valves, muzzle/ shutter combination, firing air regulator/control, 
impulse air flask and REP service air assembly, the Launcher 
Control and Display Panel (LCDP) and the Command Control Panel 
(CCP). 
The IAL system can be operated in a semiautomatic mode, with 
both tethered and non-tethered device launch capabilities. The 
IAL system can also be operated with a hand pump, manually 
overridden, or launch a device with a hand rammer. Differing 
equipment and training requirements are necessary for each method 
of operation . The training option used for this study was manual 
operation by a hand pump. 
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Two al ternate types of training devices being considered 
were selected for the ASTAR analysis. The first potential 
training device was labeled the 2-D device. This training device 
would be a flat panel representation of the IAL with actuators 
and indicators. It would have operable controls and provide 
feedback to the operator. The second potential training device, 
labeled the 3-D device, would be a full Bcale, 3 dimensional 
mockup of the IAL with operational controls. In addition to the 
actual shape, depth and dimensions, the 3-D trainer would provide 
pressures, sounds , movements, doors, latches , and other elements 
to replicate the actual operational equipment. The 3-D device 
would also permit the launch items to be loaded into the training 
device. 
2 • 0 lIPfBQlICB 
2.1 Subjects 
Three subjects from Newport News Shipbuilding participated 
in the study. One of the subjects was solely a training program 
developer, while the other two subjects had both ISO and subject 
matter expertise. The section of the User Attitudes 
Questionnaire addressing comfort with computers indicated that 
the subjects were all highly experienced in the use of computers 
as part of their job and were comfortable in their use. 
2.2 Procedure 
Training on the use of ASTAR and AIMS was conducted on-site 
at Newport News Shipbuilding over a two day period. The two 
Device Evaluation Techniques (DET) were demonstrated to the 
subjects with hands on experience provided through a sample 
exercise . Questions were answered as necessary. The same sample 
exercise was used in familiarization for both ASTAR and AIMS . In 
addition to copies of the two DET, the subjects were provided 
copies of an AIMS user manual, an ASTAR abbreviated user manual, 
an ASTAR reference user manual and copies of the ASTAR questions. 
A period of several weeks lapsed between the initial 
training and the conduct of the study due to schedule demands at 
Newport News Shipbuilding. 1ST personnel were not present during 
the conduct of the study, though they were available by phone to 
answer questions as necessary. 
Newport News Shipbuilding was asked to choose an area of the 
IAL for evaluation that was both mission critical and familiar to 
those involved with the past and current class of submarine. In 
response, Newport News Shipbuilding chose task identification 
number COOS, "Operate IAL with the Hand Pump". This task would 
be performed under casualty/ degraded/abnormal modes of operation, 
and requires twenty steps , with six substeps. A copy of the Job 
Task Analysis Summary is included in Appendix A and a copy of the 
skills analysis for this task i. provided in Appendix B. The 
subtasks were not used for evaluation purposes. Based on this 
data, Newport News Shipbuilding with assistance from 1ST, 
developed the ASTAR and AIMS data bases tor the study. 
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The operational study was conducted by the Newport News 
Shipbuilding personnel over a period of several days. They 
conducted both ASTAR and AIMS analyses during this period of 
time. The AIMS analysis was conducted as a standard media 
selection analysis for the IAL task set described below . The 
ASTAR analysis compared the 2-D and 3-0 IAL training devices 
previously described. During the conduct of the atudy, the 
subjects maintained logs documenting their use of the two DET, 
including any problems encountered. At the end of the study, the 
subjects filled out User Attitudes Questionnaires. The logs, 
questionnaires, and resulting ASTAR and AIMS data were forwarded 
to 1ST and are described in the subsequent sections of this 
report. 
2.3 Study Materials 
A number of data items were developed as part of the study. 
The first data item developed was an IAL task list that could be 
used for both the ASTAR and AIMS evaluations. The task list 
represent the task information necessary for an ASTAR analysis 
and the training objectives for the AIMS analysis. The number of 
tasks selected is driven by the limits of ASTAR, which becomes 
time consuming if the number of tasks and subtasks exceed twenty . 
The IAL task analysis in Appendix A was used to derive the task 
list in Table 1. While subtasks are identified in this table, 
only the top level tasks were used in the analyses. For the 
ASTAR analysis , the task data was supplemented by the IAL skills 
analysis, Appendix B, as needed to answer the ASTAR questions. 
NOTE: Only ASTAR levelland 2 analyses were conducted as part of 
the study due to the stage of system development, i.e., an ASTAR 
level 3 analysis was inappropriate. Hence, a control and display 
list was not developed for the training device options and 
operational system as part of the study materials. 
In preparation for the AIMS evaluation on Seawolf IAL, the 
default AIMS database was updated. A list of twenty-five media 
was developed representative of current media approaches. The 
candidate list is presented in Table '2. An updated list of 60 
attributes covering ten topic areas were developed. Based on 
this attribute list the AIMS DET was used to print out worksheets 
to be used in identifying the critical attributes tor each 
training objective. Table 3 presents the Seawoll IAL AIMS 
vorksheet which lists the total attribute pool by topic area. 
For each training objective (task), the critical attributes were 
identified using the worksheets tor input into the AIMS media 
selection routine . The completed set ot AiMS worksheets for the 
Seawolf analysis is provided in Appendix D. Since both the media 
pool and attribute pool were modified , a new AIMS Media/Attribute 
Rating Matrix was develop which is included as Appendix C of this 
report. 
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1.0 
2.0 
3.0 
4 . 0 
5.0 
6.0 
7 . 0 
s.o 
9.0 
10.0 
11 . 0 
12.0 
13.0 
14.0 
15.0 
16.0 
17.0 
1S.0 
19 . 0 
20.0 
TABLE 1 
IAL TASK LIST 
Prepare IAL for manual hydraulic operation 
1.1 Establish communication with Command and Control Center 
1.2 Energize LCDP, position Power On switch to "ON" 
1.3 Position Manned/ Off Switch to "MANNED" 
1.4 Position station Control Switch to "eep" 
1.S Position Device Type Knob to appropriate position 
1.6 Position Launch Mode switch to "QUIET" or "NORMAL" 
LCDP: Ensure Vent and Drain Valve "SHUT" Lights are "ON" 
2.1 LCDP: If not, override Hydraulic Valve Actuator, Shut 
Handpump Valve 
Open Breech Door and inspect barrel 
3.1 Prepare device for launch in accordance with 
appropriate NWP 
Load device and shut Breech Door 
Position Load/ Loaded switch to "LOADED" 
Hydraulic Valve Actuator: OVerride and handpump "OPEN It RAM 
Eject Pump Door 
6.1 Ensure Eject Pump Door Open Light is "ON" 
At Flood Valve, open valve until solid stream of water is 
vented 
7.1 Ensure Barrel Flooded Valve Light is "ON" 
Override and handpump shut the IAL Flood Valve 
Handpump "OPEN" the Equalization Valve and ensure 
Equalization Valve Light is "ON" 
CheCK Equalization and Flood LIne Pressure Gauges to ensure 
same pressure 
Handpump "OPEN" the Muzzle Door 
11.1 Pin lock "OPEN" the Muzzle Door Control Valve 
11.2 Handpump "OPEN" the Muzzle Door and ensure its light is 
"ONI! 
Ensure Impulse Isolation Door opens to appropriate launcher 
and light is "ON" 
LCDP: Ensure RAM Position Light is on "BATTERY" 
Position Load/ Loaded switch to "LOADED" and ensure light is 
"ON" 
Manually override Firing Valve Hydraulic Interlocks 
Launch device using Launch Switch 
Monitor Indicators for "LAUNCHED" indicators 
Handpump Muzzle Door to "SHUT" and ensure Shut Door Light is 
"ON" 
Handpump shut the Seawater Impulse Isolation Valve and 
ensure light is "ON" 
Handpump Open Vent/ Drain Valves and drain barrel to Gravity 
System 
5 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
l. 
2. 
3 • 
4 • 
5. 
6. 
7. 
8. 
9. 
10. 
ll. 
12. 
13 • 
14 . 
15 . 
16. 
17. 
18 . 
19. 
20. 
2l. 
22. 
23. 
24. 
25. 
TABLE 2 
AIMS MEDIA LIST FOR SEAWOLF 
Interactive Lecture 
Mediated Interactive Lecture 
Chalkboard 
Poster 
Wall Chart 
Printed Handout 
Programmed Text 
Workbook 
Checklist 
Technical Manual 
OVerhead Transparency 
Audiotape 
Film 
Videotape 
Slides 
Slide/ tape 
Random Access Slide 
computer Aided Instruction 
Computer Managed Instruction 
Interactive Video Disk 
Model 
Mockup 
Part Task Trainer 
Whole Task Trainer 
Operational Equipment 
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TABLE 3 
AIMS WORKSHEET/ ATTRIBUTES LIST FOR SEAWOLF 
SELECTION WORKSHEET FOR USE WITH THE FILE seawolf 
objective Number: __________________________________________ __ 
objective: 
Put a check in the boxes next to the attributes required of 
any medium which might be used to meet this objective. 
I 'TYPE OF LEARNING 1 __ 1 33. CONTINUOUS RESPONSE 
1. PSYCHOMOTOR 
2. AFFECTIVE (ATTITUDINAL) 
3. CONCEPTUAL 
4. PROCEDURAL I 
5. DECISION MAKING 
I 'DISPLAY CHARACTERISTICS 6. VERBAL/ TEXT 
7. PHOTOGRAPHS 
8. DRAWINGS 
9. DIAGRAMS 
10. GRAPHICS I 
11. ANIMATION 
12. COLORS 
13. VISUAL MOTION(CONSTANT) I 
14. VISUAL MOTION(VARIABLE) 
15. AUDIO (VOICE) 
16. FIELD OF VIEW I 
17. PHYSICAL SIMILARITY 
18. FUNCTIONAL SIMILARITY 
19. FIDELITY/REALISM 
20. INDICATORS/GAUGES I 
21. TACTILE CUES 
I 22. KINESTHETIC CUES 
'RESPONSE MODE 
I 
I 
I 
I 
I 
23. VERBAL/WRITTEN RESPONSE 
24. VOICE RESPONSE 
25. DECISION INDICATORS 
26. FINE MOTOR RESPONSE 
27. GROSS MOTOR RESPONSE 
28. TRACKING RESPONSE 
29. MANIPULATIVE RESPONSE 
30. PHYSICAL SIMILARITY 
31. FUNCTIONAL SIMILARITY 
32. FIDELITY/REALISM 
'EVALUATION MODE 
34. INSTRUCTOR EVALUATION 
35. SELF EVALUATION 
36. PEER EVALUATION 
37. AUTOMATED EVALUATION 
38. VERBAL/ WRITTEN EVALUATION 
39. IMMEDIATE ON RESPONSE 
40. IMMEDIATE ON ERROR 
41. POST-SESSION EVALUATION 
42. FAULT INSERTION 
'ENVIRONMENTAL CONDITIONS 
43. PHYSICAL MOTION 
44. NOISE 
45. LIGHTING 
46. VIBRATION 
47. RESTRICTIVE CLOTHING 
'LEARNING LEVELS 
48. A. FAMILIARITY 
49. B. PERFORM PROCEDURE 
50. C. PERFORM JOB 
51. D. PERFORM MISSION 
'SPECIAL REQUIREMENTS 
1 
__ 1 52. CREW/ TEAM INTERACTION 
53. RANDOM ACCESS LOGIC 
'COMMUNICATIONS 
54. VERBAL/VOICE 
7 
55. NON-VERBAL/ SIGNAL 
56. SOUND/NOISE/SIGN 
'PERFORMANCE CRITERIA 
57. SOP'S 
58. TIME 
59. ACCURACY 
'SCENARIO DEVELOPMENT 
1 __ 1 60. INTERACTIVE 
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3.0 gSl!LTS 
3.1 ASTAB Eyaluation 
Two potential training devices, a 2-D and 3-D training 
devices as previously described, were evaluated by the analysts. 
The subjects conducted both ASTAR levelland 2 analyses for the 
two potential training devices comparing them to the projected 
operational Seawelf IAL system. The subjects assigned consensus 
ratings to each of the ASTAR questions. The ratings were used as 
input into the ASTAR program. Evaluation summaries were produced 
for each of the two trainer options. For the ASTAR level 2 
analysis an evaluation summary was computed only at the task 
level, since subtask were not included in the ASTAR data base. 
The resulting evaluation summaries from the ASTAR level l. and 
ASTAR level 2 analyses are presented in Figures 1 and 2 
respectively. 
overall, both ASTAR level evaluations indicate that the 3-0 
trainer has a better predicted training effectiveness than the 2-
o trainer. The difference in the composite scores for the two 
training device appears small on an absolute basis, though about 
20 percent on a relative basis. However, both trainer 
alternatives achieved apparently good scores based on the ASTAR 
metrics. 
A examination of the ASTAR level 1 evaluation summaries 
shows that the summary score of training effectiveness for the 
two dimensional trainer is 26.23, and for the three dimensional 
trainer, 22 . 55. Therefore, at an ASTAR levell, a three 
dimensional trainer is predicted to be more effective in this 
situation than a two dimensional trainer. The training problem 
subscore is identical for both devices, which is normal for most 
situations. This score is relatively low because the trainees 
are expected to enter the training environment with a small 
performance deficit and it is predicted that the learning 
difficulty of the task is low. The 3-D device is predicted to 
have both a higher acquisition efficiency and transfer efficiency 
as a result of the higher fidelity of the trainer. The 2-0 
training device, in comparison to the 3-0 training device, 
received higher scores in both acquisition effectiveness (26 . 21 
VB. 22.54) and transfer effectiveness (.02 vs • • 01) . These two 
factors are responsible for the overall advantage that ASTAR 
projects for the 3-0 training device over the 2-D training 
device. Though the 2-D training device was rated considerably 
lower than the 3-D training device on both functional and 
physical similarity, the ASTAR metrics for the transfer problem 
did not reflect a difference as a result of the low residual 
deficit and residual learning difficulty . 
The same overall result was found using ASTAR level 2. The 
2-D training received an overall score of 25.95 and the 3-D 
training device received an overall score of 22 . 31. The 
composite scores are slightly lower than the ASTAR 1 Bcores 
because input of ratings on a task by task basis in ASTAR 2 
provides a higher degree of granularity in the assessment . The 
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IAL 20 TRAINER 
Performance Deficit 
Learning Difficulty 
Training Problem 
Quality of Training-Acquisition 
Acquisition-Efficiency 
Acquisition 
Residual Deficit 
Residual Learning Difficulty 
Physical similarity 
Functional Similarity 
Transfer Problem 
Quality of Training-Transfer 
Transfer Efficiency 
Transfer 
sum 
IAL 3D TRAINER 
Performance Deficit 
Learning Difficulty 
Training Problem 
Quality of Training-Acquisition 
Acquisition-Efficiency 
Acquisition 
Residual Deficit 
Residual Learning Difficulty 
Physical Similarity 
Functional Similarity 
Transfer Problem 
Quality of Training-Transfer 
Transfer Efficiency 
Transfer 
sum 
98 
23 
75 
1 
1 
8 
48 
33 
98 
23 
100 
1 
1 
73 
98 
67 
22.54 
.86 
26.21 
.01 
.57 
.02 
26.23 
22.54 
1.00 
22.54 
.01 
.81 
.01 
22.55 
Figure 1. Evaluation summary for the ASTAR 1 analysis. 
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ASTAR 2 EVALUATIONS 
IAL 20 TRAINER 
IAL 
Training Problem 
Acquisition-Efficiency 
Acquisition 
Transfer Problem 
Transfer Efficiency 
Transfer 
sum 
30 TRAINER 
Training Problem 
Acqui s itio n-Efficiency 
Acquisition 
Transfer Problem 
Transfer Ef ficiency 
Transfer 
sum 
22 . 30 
.86 
.01 
. 57 
22.30 
1.00 
. 01 
. 81 
25.93 
.02 
25.95 
22.30 
.01 
22 . 31 
Figure 2. Evaluation summary for the ASTAR 2 analysis. 
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difference in ASTAR levelland level 2 scores in this study is a 
function of changes in the training problem subscore. The 
subscores for acquisition efficiency, transfer problem and 
transfer efficiency are the same for both the ASTAR levelland 
level 2 analyses . 
3.2 ~ Eyaluation 
The AIMS analysis was conducted with a pool of 25 media and 
60 attributes presented in Tables 2 and 3 of Section 2 . 3, Study 
Materials, the media/ attribute rating matrix in Appendix C and 
the critical attributes worksheets in Appendix O. The analysts 
completed a critical attributes worksheet for each of the 20 
objectives, i.e., top level tasks , in Table 1 of section 2 . 3, 
Study Materials. 
The worksheet data was entered into the AIMS media selection 
routine. Table 4 presents the summary output from the AIMS 
analysis. Of the potential pool of 25 media, only a subset of 
eight were selected as acceptable media for the Seawolf training 
objectives. Of the eight, five were selected as possible media 
for all twenty of the learning objectives, while one was selected 
for nineteen of the objectives and the remaining two were 
selected as acceptable for thirteen of the objectives. Overall, 
a combination of classroom and equipment type trainers were 
selected. 
1. 
2. 
3 . 
4. 
5. 
6. 
7. 
8. 
TABLE 4 
SUMMARY TABLE OF AIMS SELECTED MEDIA 
MEDIA SELECTIONS FOR OBJECTIVES 1. 0 TO 20.0 
20 TOTAL OBJECTIVES 
* OF OBJECTIVES 
20 
20 
20 
20 
20 
19 
13 
13 
, OF 
OBJECTIVES 
100.0 
100.0 
100.0 
100.0 
100.0 
95.0 
65.0 
65.0 
MEDIUM 
PART TASK TRAINER 
INTERACTIVE VIDEO DISK 
COMPUTER MANAGED INSTRUCTION 
COMPUTER AIDED INSTRUCTION 
MEDIATED INTERACTIVE LECTURE 
WHOLE TASK TRAINER 
OPERATIONAL EQUIPMENT 
MOCKUP 
Table 5 presents several media selections for individual 
objectives. The total set of objective media selections is 
included in Appendix E. For each objective the media which met 
all of the critical attributes were selected as candidate media. 
The AIMS program computes two ratings; a specific rating which 
is the average rating on the critical attributes for that 
objective and a general rating with is the average rating on all 
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sixty attributes . The ratings vary between 0 . 0 and 5.0 . The 
AIMS programs sorts and prints the selected media in descending 
order based on the specific rating. Between five and eight media 
were selected for each objective. 
The three objective media selections presented in Table 5 
are representative of the outcomes across all twenty objectives . 
They show that the selected set of media, order of selected media 
and specific ratings vary across objectives based on the critical 
attributes for that objective. The one anomalous selection is 
Mediated Interactive Lecture (MIL) which was always selected as 
the best choice. This results from the definition of MIL used in 
the study. MIL was lecture combined with any of the other media. 
Hence, this coml::lination of two media always had an advantage. 
After MIL, all but one of the second choices was either whole 
task trainer or operational equipment. The only exception was 
the selection of Interactive Video Disk as the second choice for 
Objective 1.0. 
In relation to the ASTAR analysis conducted as part of this 
operational study, the 2-D and 3-0 basically correspond to the 
mockup and part-task trainers respectively in the AIMS media 
pool. The 2-D configuration used for the ASTAR analysis has 
slightly higher realism than the definition of mockup in the AIMS 
media pool. In the AIMS analysis, the part-task trainer was 
selected for all twenty of the training objectives, while the 
mockup was selected as acceptable tor only thirteen of the 
Seawolf training objectives for the manual tAL. Mockup was never 
rated higher than fifth within the set of selected media and was 
always rated lower than the part task trainer. Therefore, the 
AIMS analysis agrees with the ASTAR analysis that the 3-D 
training device is a better option tor training the manual 
operation ~f the Seawolf IAL. 
3.3 ~ Attitudes Questionnaire 
A user attitudes questionnaire was developed to assess the 
analysts reactions to the DET for both ASTAR and AIMS. The 
questions addressed the analysts I acceptance of and attitudes 
about the user friendliness and overall usefulness of the DET as 
well as the analysts general feelings regarding computers. A 
copy of the questionnaire with the composite ratings and comments 
for the Seawolf Operational study can be tound in Appendix F. 
3.3.1 OVERALL ATTITUDES. The two systems were evaluated against 
each other and also against the analysts' conventional methods of 
evaluating training effectiveness and selecting media . Overall 
attitudes were assessed in four categories: "overall utility", 
"ease of use", "relevance", and "effectiveness". The analysts 
were asked to rank-order ASTAR, AIMS, and the conventional method 
by assigning either a one, a two , or a three to each method, with 
one equal to the highest rating, and three equal to the lowest. 
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TABLE 5 
SAMPLE KEDIA SELECTIONS 
FOR 
SEAWOLF TRAINING OBJECTIVES 
KEDIA SELECTION FOR OBJECTIVE 1. 0 
[Prepare IAL for Manual Hydraulic Operation) 
1. 
2 • 
3. 
4 • 
5. 
KEDIUM 
KEDIATED INTERACTIVE LECTU 
INTERACTIVE VIDEO DISK 
COMPUTER AIDED INSTRUCTION 
PART TASK TRAINER 
COMPUTER MANAGED INSTRUCTI 
KEDIA SELECTION FOR OBJECTIVE 2 .0 
SPECIFIC 
RATING 
4.933 
3.600 
3.400 
3.333 
3.267 
(LCDP: Ensure Vent & Drain VLV Shut Lights are ON] 
GENERAL 
RATING 
4 . 91 
3 . 15 
2.81 
3.35 
2.58 
SPECIFIC GENERAL 
MEDIUM RATING RATING 
1. 
2 . 
3. 
4 . 
5 . 
6 . 
KEDIATED INTERACTIVE LECTU 
WHOLE TASK TRAINER 
PART TASK TRAINER 
INTERACTIVE VIDEO DISK 
COMPUTER AIDED INSTRUCTION 
COMPUTER MANAGED INSTRUCTI 
KEDIA SELECTION FOR OBJECTIVE 3.0 
5.000 
4.500 
3.600 
3.400 
3 . 300 
3 . 100 
[Open Breech Door and Inspect Barrel] 
SPECIFIC 
MEDIUM RATING 
1. KEDIATED INTERACTIVE LECTU 5.000 
2. OPERATIONAL EQUIPKENT 4.909 
3. WHOLE TASK TRAINER 4.273 
4. PART TASK TRAINER 3.364 
5. MOCKUP 3.364 
6. INTERACTIVE VIDEO DISK 3.273 
7. COMPUTER AIDED INSTRUCTION B.091 
8. COMPUTER MANAGED INSTRUCTI 3.000 
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4.91 
3.86 
3 . 35 
3 . 15 
2.81 
2.58 
GENERAL 
RATING 
4.91 
4 . 03 
3.86 
3.35 
2.35 
3.15 
2 . 81 
2.58 
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The users' attitudes were identical in the areas of overall 
utility, ease of use, and relevance. The conventional method was 
given the highest ranking in these areas . AIMS was considered 
second best; ASTAR was ranked lowest in all three categories . 
In the effectiveness category, however, the results were 
markedly different. In this category, AIMS achieved the highe st 
ranking. ASTAR was considered the next most effective method. 
The conventional method was ranked as least effective of the 
three methods. The rating of AIMS and ASTAR as more effective 
than the conventional method is a positive finding. The rankings 
in the other categories appear to reflect the perceived 
shortcomings of the two OET in their current format. 
3.3.2 RlACTIONS 72 AlTAR. The following sections summarize the 
analysts's reactions to ASTAR seven areas. In each section a 
synopsis of the ratings is provided followed by the actual rating 
scales for that area . The analysts' composite rating is 
indicated by an "*" on the rating scale. 
3.3.2.1 Qverall Reactions. The analysts' overall reactions to 
ASTAR were that ASTAR is difficult , frustrating, and 
unproductive. Ratings were achieved only after much effort. 
ASTAR was perceived as rather rigid because , after the model was 
built, the analysts could not edit it without crashing the file. 
A positive finding was that ASTAR was believed to have adequate 
power: however, the analysts suggested the addition of an 
interface to a word processor and a database package. The 
overall ratings reflect that ASTAR is not a user friendly 
program. It is relatively old and does not reflect current 
software practices. That users still feel that there is 
something there suggests that if ASTAR was updated to incorporate 
a better user interface, then it might be accepted by analysts. 
For example, it was suggested to interface ASTAR to a 
wordprocessor or standard data base package to aid in the data 
base development. 
NOT AT ALL USEFUL VERY USEFUL 
1 • 3 4 5 6 7 
DIFFICULT EASY 
• 2 3 4 5 6 7 
FRUSTRATING SATISFYING 
• 2 3 4 5 6 7 
INADEQUATE POWER ADEQUATE POWER 
1 2 3 4 • 6 7 
RIGID FLEXIBLE 
1 • 3 4 5 6 7 
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UNPRODUCTIVE VERY PRODUCTIVE 
• 2 3 4 567 
3.3.2.2 Screen. The analysts also evaluated ASTAR's screens. 
They gave average ratings to the menus organization, the clarity 
of the questions, and clarity of the function labels . The 
analysts indicated that overall the written prompts are helpful , 
but prompts associated with the build function and the entry o f 
tasks are confusing, especially when the user is prompted t o 
enter a title. 
ORGANIZATION OF THE MENUS IS : 
ILLOGICAL LOGICAL 
1 2 J 4 * 6 7 
ARE: LABELS FOR FUNCTIONS WITHIN THE MENUS 
CONFUSING VERY 
6 7 
CLEAR 
1 2 34. 
PRESENTATION OF THE QUESTIONS IS: 
CONFUSING VERY CLEAR 
1 2 3 4 .67 
WRITTEN PROMPTS ARE: 
NOT AT ALL HELPFUL VERY HELPFUL 
1 2 3 • 567 
3 .3 .2 .3 Terminology . The analysts did not prefer ASTAR' s 
terminology. They indicated that the computer does not inform 
the user of what it is doing, the language used is confusing 
(especially the use of jargon), and the use of terms throughout 
the program is inconsistent. Terminology i. a general problem, 
since each application env ironment tends to have its own jargon. 
Creation of a generic terminology is difficult . 
COMPUTER KEEPS YOU INFORMED ABOUT WHAT IT IS DOING: 
NEVER ALWAYS 
1 • 3 4 5 6 7 
LANGUAGE USED IS: 
CONFUSING EASILY UNDERSTOOD 
1 • 3 4 5 6 7 
USE OF TERMS THROUGHOUT PROGRAM IS : 
INCONSISTENT VERY CONSISTENT 
1 * 3 4 5 6 7 
3.3.2.4 Learning ASTAR. The analysts believe that learning 
ASTAR is difficult . The instructional material. provided were 
considered incomplete and not helpful . Exploring new features by 
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trial and error was considered difficult, and resulted in l ost 
data. The complexity of ASTAR and programming conventions have a 
large influence in this evaluation. In addition, as noted 
previously, a lengthy period of time lapsed between the original 
training on ASTAR and the conduct of the operational study which 
may also have influenced this evaluation. 
LEARNING TO OPERATE THE SYSTEM IS: 
DIFFICULT EASY 
• 2 3 4 567 
EXPLORING NEW FEATURES BY TRIAL AND ERROR IS : 
DIFFICULT EASY 
* 2 J 4 5 6 7 
INSTRUCTIONAL MATERIALS PROVIDED ARE: 
NOT AT ALL HELPFUL VERY HELPFUL 
• 2 3 4 5 6 7 
INSTRUCTIONAL MATERIALS PROVIDED ARE: 
INCOMPLETE VERY THOROUGH 
• 2 3 4 5 6 7 
3.3.2 . 5 Using ASTAR. The analysts felt that ASTAR usually 
allows tasks to be performed in a straightforward manner, and 
that the audio/ visual feedback is relatively helpful. However, 
the user memory requirements are believed to be too high, and the 
error messages provided were not particularly helpful . 
TASKS CAN BE PERFORMED IN A STRAIGHTFORWARD MANNER: 
NEVER ALWAYS 
1 2 3 4 • 6 7 
AUDIO/ VISUAL FEEDBACK IS : 
NOT AT ALL HELPFUL VERY HELPFUL 
1 2 3 • 5 6 7 
USER MEMORY REQUIREMENTS ARE: 
TOO HIGH VERY LOW 
• 2 3 4 5 6 7 
ERROR MESSAGES PROVIDED ARE: 
NOT AT ALL HELPFUL VERY HELPFUL 
1 • 3 4 5 6 7 
3.3.2.6 ASTAR Output. Although the format of the results 
provided by ASTAR was considered clear , the analyses were not 
considered very useful. The analysts requested that more 
interpretation on how the ratings were achieved be available. 
This particular rating reflects the users desire to have a better 
understanding of what ASTAR is doing, i.e., what are the metrics 
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and how do they work? It was also suggested that graphic outputs 
would ease interpretation . 
ANALYSIS RESULTS ARE: 
NOT AT ALL USEFUL VERY USEFUL 
1 • 3 4 5 6 7 
ANALYSIS RESULTS ARE: 
DIFFICULT TO UNDERSTAND EASY TO UNDERSTAND 
• 2 3 4 5 6 7 
FORMAT OF THE RESULTS IS: 
CONFUSING VERY CLEAR 
1 2 3 • 5 6 7 
3.3.2.7 Acceptance Qf ASTAR. The analysts were also asked to 
discuss their acceptance of ASTAR . They expect to have little 
use for ASTAR in their daily work. They would not feel 
comfortable working with ASTAR, and do not believe that ASTAR 
would increase their job effectiveness. However, they believe 
that ASTAR can be used for solutions to problems that cannot 
currently be solved (question 5). The unwillingness to work with 
ASTAR even though it is perceived to have a benefit is driven by 
the poor user interface in the current version. 
1. I AM SURE I COULD DO WORK WITH ASTAR. 
STRONGLY 
AGREE 
( ) 
SLIGHTLY 
AGREE 
( ) 
SLIGHTLY 
DISAGREE 
(% ) 
STRONGLY 
DISAGREE 
( ) 
2. I EXPECT TO HAVE LITTLE USE FOR ASTAR IN MY DAILY WORK. 
STRONGLY 
AGREE 
(% ) 
SLIGHTLY 
AGREE 
( ) 
SLIGHTLY 
DISAGREE 
( ) 
STRONGLY 
DISAGREE 
( ) 
3. ONCE I START TO WORK WITH ASTAR, I WOULD FIND IT HARD TO STOP. 
STRONGLY 
AGREE 
( ) 
SLIGHTLY 
AGREE 
( ) 
SLIGHTLY 
DISAGREE 
( ) 
STRONGLY 
DISAGREE 
(% ) 
4. KNOWING HOW TO WORK WITH ASTAR WILL INCREASE MY JOB 
EFFECTIVENESS. 
STRONGLY 
AGREE 
( ) 
SLIGHTLY 
AGREE 
( ) 
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SLIGHTLY 
DISAGREE 
(% ) 
STRONGLY 
DISAGREE 
( ) 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
5. ANYTHING THAT ASTAR CAN BE USED FOR, I CAN DO JUST AS WELL 
SOME OTHER WAY. 
STRONGLY SLIGHTLY SLIGHTLY STRONGLY 
AGREE AGREE DISAGREE DISAGREE 
( ) ( ) ( ) (X ) 
6. I WOULD FEEL COMFORTABLE WORKING WITH ASTAR. 
STRONGLY SLIGHTLY SLIGHTLY STRONGLY 
AGREE AGREE DISAGREE DISAGREE 
( ) ( ) ( ) (X ) 
3.3.2.8 General Comments 2n ASTAR. The analysts most liked 
ASTAR's thorough analysis of the training aspects of the training 
device. They least preferred the tedious data entry capabilities 
available in ASTAR and the inflexibility of the model once the 
data is entered. They also disliked ASTAR's focus on one device, 
and that ASTAR does not allow comparisons of multiple systems 
simultaneously within the program . 
The analysts took more than three hours to become 
comfortable using ASTAR. They believe that the ultimate 
decisions made about the training systems analyzed using ASTAR 
were very different from those which were or would have been made 
using their current approach to training effectiveness or media 
selection . ASTAR gives specific requirements for simulator 
class trainers which are not always considered . The analysts' 
specific recommendations for improving ASTAR include: 
1. Provide input/ output capabilities from database and 
spreadsheet programs; 
2. Allow rev ision of data base; 
3. Allow input to be duplicated; 
4. Upgrade to mouse input; 
5 . Allow side-by-side comparison of two systems rather than 
the current practice of producing output for one 
system followed by output for the next, and: 
6. Offer graphics capabilities. 
3.3.3 REACTIONS %Q AIKl . The following sections summarize the 
analysts's reactions to AIMS seven areas. In each section a 
synopsis of the ratings is provided followed by the actual rating 
scales for that area. The analysts' composite rating is 
indicated by an "a" on the rating scale. 
3 . 3.3.1 Overall Reactions. OVerall, the analysts believed that 
AIMS is useful and productive. Alternatively, AIMS was 
considered to have inadequate power due to its lack of a data 
base and/ or spreadsheet software interface for creating and 
editing the rating matrix . AIMS was also considered rigid for 
the same reason. 
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NOT AT ALL USEFUL VERY USEFUL 
1 2 3 4 • 6 7 
DIFFICULT EASY 
1 2 • 4 5 6 7 
FRUSTRATING SATISFYING 
1 2 3 • 5 6 7 
INADEQUATE POWER ADEQUATE POWER 
1 • 3 4 5 6 7 
RIGID FLEXIBLE 
1 • 3 4 5 6 7 
UNPRODUCTIVE VERY PRODUCTIVE 
1 2 3 4 • 6 7 
3.3.3.2 Screen. When reviewing the screens, the analysts 
denoted that the organization of the menus is logical, the labels 
for functions within the menus are clear, and the written prompts 
are somewhat helpful. However, the presentation of the questions 
is confusing because AIMS prompts use the media or attribute 
number rather than name at various points in the program. This 
requires that you have a print out or remember the number 
associated with each media or attribute. The analysts recommend 
that the number codes for media, attribute, and objective be be 
replaced by the appropriate label. 22 
ORGANIZATION OF THE MENUS IS: 
ILLOGICAL LOGICAL 
1 2 3 4 .67 
LABELS FOR FUNCTIONS WITHIN THE MENUS 
CONFUSING 
1 2 3 4 • 
PRESENTATION OF THE QUESTIONS IS: 
CONFUSING VERY CLEAR 
1 • 3 4 567 
WRITTEN PROMPTS ARE: 
NOT AT ALL HELPFUL VERY HELPFUL 
123 • 5 6 7 
3.3.3.3 Terminology. The analysts indicated that the computer 
almost always kept them informed about what it was doing. They 
also reported that the language used in AIMS is understandable, 
and consistent terms were used throughout the program. While the 
ratings on this attribute were not high, they were consistently 
positive. 
19 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
COMPUTER KEEPS YOU INFORMED ABOUT WHAT IT IS DOING: 
NEVER ALWAYS 
1 2 3 4 • 6 7 
LANGUAGE USED IS: 
CONFUSING EASILY UNDERSTOOD 
1 2 3 • 5 6 7 
USE OF TERMS THROUGHOUT PROGRAM IS: 
INCONSISTENT VERY CONSISTENT 
1 2 3 4 • 6 7 
3.3.3.4 Learning AlMS. The analysts considered AIMS relatively 
easy to learn to operate, becoming comfortable using AIMS within 
one to two hours. They were aided by the instructional 
materials, which they reported were both helpful and thorough . 
The analysts would appreciate the addition of an escape function 
to allow the user to return to the previous menu; such a feature 
would increase the ease of new feature exploration by trial and 
error. 
LEARNING TO OPERATE THE SYSTEM IS: 
EXPLORING NEW 
DIFFICULT EASY 
1 2 3 4 * 6 7 
FEATURES BY 
DIFFICULT 
1 
TRIAL AND ERROR IS: 
EASY 
2 3 • 5 6 7 
INSTRUCTIONAL MATERIALS PROVIDED ARE: 
NOT AT ALL HELPFUL VERY 
1 2 3 4 5 • 7 
INSTRUCTIONAL MATERIALS PROVIDED ARE: 
INCOMPLETE VERY 
1 2 3 4 5 • 7 
HELPFUL 
THOROUGH 
3.3.3.5 Using~. Although the analysts believe that AIMS 
nearly always allows tasks to be performed in a straightforward 
manner, they also found that the error messages provided do not 
include helpful information tor error correction. This is 
apparently due to the feature that AIMS often defaults back to 
BASIC when an error is made. They believe that the audio/ visual 
feedback is insufficient, and more information should be 
displayed. Additionally, the analysts perceive the demands on 
user memory as too high for the reasons cited in the discussion 
of the screen. The analysts suggested the addition ot a help 
screen for pertinent information such as media or attribute names 
and numbers. 
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TASKS CAN BE PERFORMED IN A STRAIGHTFORW~D MANNER: 
NEVER ALWAYS 
1 2 3 4 5 
* 
7 
AUDIO/VISUAL FEEDBACK IS: 
NOT AT ALL HELPFUL VERY HELPFUL 
1 2 
* 
4 5 6 7 
DEMANDS ON USER MEMORY ARE: 
TOO HIGH VERY LOW 
1 
* 
3 4 5 6 7 
ERROR MESSAGES PROVIDED ARE: 
NOT AT ALL HELPFUL VERY HELPFUL 
1 
* 
3 4 5 6 7 
3.3.3.6 ~ output. The analysts rated the AIMS outputs as 
average or slightly below average. They would prefer that the 
AIMS output be enhanced with graphics and more interpretative 
information, in addition to a summary for all objectives. 
ANALYSIS RESULTS ARE : 
NOT AT ALL USEFUL VERY USEFUL 
1 2 
* 
4 5 6 7 
ANALYSIS RESULTS ARE: 
DIFFICULT TO UNDERSTAND EASY TO UNDERSTAND 
1 2 
* 
4 5 6 7 
FORMAT OF THE RESULTS IS: 
CONFUSING VERY CLEAR 
1 2 
* 
4 5 6 7 
3.3 . 3.7 Acceptance 2f AlMS. The analysts denote a somewhat 
positive acceptance of AIMS. They expect that they could use 
AIMS occasionally for planning and proposals, and agree that they 
could do work with AIMS. They believe that they would feel 
comfortable working with AIMS, and slightly agree that knowing 
how to work with AIMS will increase their job effectiveness. 
They do indicate, however, that the services provided by AIMS 
could be replicated with the use of a spreadsheet, and that it 
would be very easy to stop usinq AIMS. AIMS is effectively a 
specialized spreadsheet as presently implemented, so this is a 
natural response. 
1. I AM SURE I COULD DO WORK WITH AIMS. 
STRONGLY 
AGREE 
( ) 
SLIGHTLY 
AGREE 
(:I ) 
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SLIGHTLY 
DISAGREE 
( ) 
STRONGLY 
DISAGREE 
( ) 
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2. I EXPECT TO HAVE LITTLE USE FOR AIMS IN MY DAILY WORK. 
STRONGLY 
AGREE 
(J: ) 
SLIGHTLY 
AGREE 
( ) 
SLIGHTLY 
DISAGREE 
( ) 
STRONGLY 
DISAGREE 
( ) 
3 • ONCE I START TO WORK WITH AIMS, I WOULD FIND IT HARD TO STOP . 
STRONGLY SLIGHTLY SLIGHTLY STRONGLY 
AGREE AGREE DISAGREE DISAGREE 
( ) ( ) ( ) (J: ) 
4 • KNOWING HOW TO WORK WITH AIMS WILL INCREASE MY JOB 
EFFECTIVENESS . 
STRONGLY SLIGHTLY SLIGHTLY STRONGLY 
AGREE AGREE DISAGREE DISAGREE 
( ) (J: ) ( ) ( ) 
5. ANYTHING THAT AIMS CAN BE USED FOR , I CAN DO JUST AS WELL 
SOME OTHER WAY. 
STRONGLY SLIGHTLY SLIGHTLY STRONGLY 
AGREE AGREE DISAGREE DISAGREE 
( ) ( ) (J: ) ( ) 
6. I WOULD FEEL COMFORTABLE WORKING WITH AIMS. 
STRONGLY SLIGHTLY SLIGHTLY STRONGLY 
AGREE AGREE DISAGREE DISAGREE 
( ) (J: ) ( ) ( ) 
3.3.3.8 General Comments QD AimR. A final assessment of AIMS 
indicates that the analysts most preferred the flexibility of 
AIMS' model for adaptation. They most "disliked that the text for 
media, attributes, and objectives was not on the screen. They 
would like to see more flexible control, especially regarding the 
jump to basic. The analysts believe that the interface could be 
fast if it were done correctly on a spreadsheet. AIMS is 
structured to input the data in a structured serial manner, 
whereas a spreadsheet type of interface permits more flexible 
input and editing. In addition, the analysts did not appreciate 
the tedious decision making required in the rating of attributes . 
The creation of the rating matrix is unavoidably tedious if there 
are a large number of media and attributes. However, for a given 
application the basic rating matrix should only have to be done 
once and then be used for all training subsystems within that 
application. 
Specifically, the analysts recommend: 
1. Replace subjective rating with decision support 
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about the appropriate use of media: 
2. Do not rely on user to know best application of media; 
3 . Allow for output to spreadsheet and graphics; 
4. Provide for input of objectives from word processor 
and/ or database. 
3.4 ~ lQg 
A user log was maintained by the analysts as part of the 
study. The analysts were asked to record their experiences while 
working with ASTAR and AIMS, and to provide a summary of their 
daily working logs upon completion of the project. The objectiv e 
of the user log was to obtain a running account of how ASTAR and 
AIMS were used. A synopsis of the Newport News Shipbuilding user 
log is provided in Appendix A. It is clear from an examination 
of the log that lengthy interval between initial training and the 
conduct of the study had a significant negative effect on their 
ability to use the programs. It would also appear that the 
analysts did not make use of the manuals to resolve problems. 
4.0 CQl!CLllSIOIIS 
The operational study of ASTAR and AIMS conducted by 
personnel at Newport News Shipbuilding provided an appropriate 
test environment. The test case, Seawolf IAL, provided a good 
application of the two techniques and permitted the analysts the 
opportunity to determine whether the two OET had SUfficient merit 
to be used on other areas of the Seawolf ISO process. 
Overall, the user acceptance of the two techniques was 
rather low. In both cases the users perceived benefits from use 
of the two programs, but the unfriendly nature of the interfaces 
made them unacceptable. Users would not use the techniques if 
given the option. They Would rather use their conventional 
methods. Of the two DET AIMS was preferred over ASTAR. However, 
this appears attributable to the perception that AIMS is easier 
to learn and use than ASTAR. The user interface is clearly the 
major factor in determining user acceptance ot the routine. This 
conclusion is not unexpected. This does not imply that it is the 
only factor influencing user acceptance. In the case of ASTAR, 
the lack of understanding about how the program internally works, 
i.e., the formulas and metrics, also caused concern among the 
subject analysts. 
ASTAR and AIMS are both relatively old programs. They were 
developed before much of the recent advancements in software 
design/technology and human computer interface design. AIMS is 
generally acceptable, but certain features would still need to be 
updated to ensure wide spread adoption. The primary needs in 
AIMS are an improved data base structure, data entry, and data 
editing. The power at AIMS could also be increased by providing 
more flexible analysis options . ASTAR requir.s much more 
extensive enhancements, though they involve the same basic areas 
as AIMS. ASTAR's greatest need is a better data base development 
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and editing capability. ASTAR also needs to permit multiple 
devices to be analyzed simultaneously to reduce the time 
requirements for using ASTAR. Finally, ASTAR needs hetter data 
output options to make it easier for the analyst to visualize the 
data, e.g . graphics. 
The findings of this operational study indicate that both 
ASTAR and AIMS would require modifications before implementation 
as a standard evaluation technique. Without these modifications, 
user acceptance would be poor. The comments analysts made during 
this study indicate that user acceptance of these DET will be 
proportional to the perceived friendliness, i.e., ease of use, 
and flexibility of the programs. The encouraging factor is that 
most of the shortcomings could be alleviated by modifying the 
programs to incorporate current software practices, data base 
techniques and user interface standards. The analysts who 
participated in the study made a number of specific 
recommendations for improvements to the ASTAR and AIMS 
interfaces . Given the nature of the required modifications, an 
acceptable version of the programs should be achievable with 
moderate resources. Some areas of concern would be more 
difficult to alleviate. For example, terminology tends to be 
application specific, so it would be difficult to use generic 
terminology in the ASTAR questions and prompts. In addition, the 
concerns which involve the basic ASTAR computations could not be 
updated without negating previously establiShed validity. Hence, 
shortcomings associated with the mechanics of ASTAR could be 
corrected, while content related shortcomings can not be easily 
addressed . 
Finally, from the questionnaires and discussions an 
attempt was made to assess where and how the users would employ 
ASTAR and AIMS within the ISD process . Comments concerning AIMS 
indicated that it would most likely be used to support planning 
and developing proposals. ASTAR on the other would be used at a 
level 1 during the front end analysis/task analysis. After the 
need was established, ASTAR, levels 2 and 3, would be used again 
during the initial and middle stages of the device development. 
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- - - - - - - - -
_r--,_ 
- - - - -
SECTION 5 JOB TASK ANALYSIS SUMMARY 
~.l Internal Auxiliary Launcher Syate. 
""5K 
IDENT 
CU08 
TASK DESCRIPTJON 
Operate IAL with the Hand PUIiP 
STEP 
NO. 
1 
10 
1b 
Ie 
1d 
STEP DESCRIPTION 
Prepare JA!-o for lIIanual hydraulic o pera t.ion. 
Establish cOllllllllntcations with Command 
and Contro l Cente r per sonnel. 
NOTE 
On the I.aunch Con t rol and Display Panel 
(LCDP) perfor. the followi ng steps for the 
launcher to he fir ed and all actions will 
be taken for the primary ( secondary' 
launcher. 
Energize I.CDP, position the P()ofER ON swit c h 
to ON and ohserve that the rOWER indicator 
tllulIIlnates 
Position the "ANNED/OfF switch to MANN ED 
and observe the MANNED indicator illuminates 
Position the STATION CONTROL s witch to CCP 
and observe the CCP indicator i 1111111inates 
- - -
Page 20 of .1 
Date: 2-9-89 
EQUIPMENT 
Yes 
None 
No nf' 
Yes 
Yes 
Yes 
TRNG 
RPo(l. 
Yef! 
No 
No 
Yes 
Yes 
Ye s 
- - - - - - -
S!CTIOIt S 
5 . 1 Intern.l Au.illarx Launcher Sy8te~ 
TASK 
IDENT 
TASK DESCRIPTION 
- - - - - - - -
JOB TAS~ ANALYSIS SUMMARY 
sTEP 
NO. 
Ie 
If 
2 
J 
4 
STEP DESCRIPTIO~ 
Pos i tion the ' DF-VICE TYPE knob to the 
appropriate device position. 
Pot; ttl on t hf'! launc h mOfIr. !; w\ tr.h t.o e it hf! r 
QUIET or NORMII,I. and enSUr-f'! itl'; indicator 
l ight Is illuminated. 
II.t the LCDP enBure the shut imllcittor 
llqhts for the VENT VA',VP. and DRAIN VALVP. 
are 111u~lnated. If not, override the 
hydrauli c valve actuators. lIand-pump 
valves shut. 
Open breech door and inspect barrel . 
~ 
P[ep~He device [or launc h lAW appropriate 
"HP. 
Load selected devi ce anti then oper<tte 
the primary ( secondary ' launcher breech 
door ope ra ting lever to ~hut the breech 
cloor . 
- - -
Page 21 of 41 
Date: 2-9-89 
P.OU I PP'lEHT 
Ves 
yp~ 
Yes 
YeS 
Yes 
TRNG 
REO. 
No 
No 
Yr>s 
Yes 
Ye~ 
-
- - - - - - -
SECTION 5 
5.1 Internal ~u.lll.ry Launcher syate. 
TASK 
IDEt.lT 
TASK DESCRIPTION 
- -
-,, -
- - - - - - - -
JOB T~SK ANALYSIS SU"""RY 
STEP 
"0. 
5 
6 
7 
8 
9 
Page 22 of 41 
Date: 2-9-89 
STEP DESCRIPTION 
When t he sel'ected device Is loaded into the 
appropriate launcher, position the LOAD/ 
r.oADED awl tch to r.oADED and ensure J ta 
Indicator light illuminates. 
At the hydrauli c valve actuator for the ram 
ejection pump door, override and hand-pump 
open the ram eject!nn pump door. Ensure the 
P..Jf;CTTON PtJ"P J)()(lR upcn illltir:ator l ight 
t Iluminates . 
EOU IP"ENT 
None 
Yes 
At the hydr-au) Ie valve actuator for the FLOOD Yes 
VALVE for the primary (secondary) launc her 
override and hand-pump open the valve untIl a 
solid strealll of vater (SAlles fro," the vent 
valve of the seJected lau nc her. " · Ensure 
the BARREL PLOODED indicator 1s illUMinated 
for that launc her. 
override a nd hanft-pUMp shut the IAL flood 
valve. 
nand-pump open the equa 1 i zat i on va 1 ve ami 
ens ure that it' s inftication , EQUAI.IZt: VA I.VE 
i s illuminateft. 
Yes 
Ye s 
TRNG 
REO. 
"0 
Ye s 
Yes 
Yes 
Ye s 
- - - - - - -
SIC'fIOtl 5 
5.1 Int.rn.l Au.tl1acx ~unche[ Syat._ 
T ... 
10 ..... 
TASK DESCRIPTION 
- - - - -
- -
~ TASK AMALYSIS SONNAR! 
STEP 
NO. 
STEP DESCRIPTION 
10 Check equalization line preS8ure gauge and 
flood line preasure gauge to ensure both 
gauge8 indicate the saMe pressure. 
11 
12 
13 
At the hydraulic valVe actuator for the 
muzzle door for the pel.ary (secondary) 
launcher override and hand-pUMp open the 
Muzzle door and pin lock OPEN the .uzzle 
door control valve. Hand-pUMp open the 
Muzzle door and enaure ita ~uzzle door 
open indicator illUMinates. 
At the hydraulic valve actuator for the 
seavater iMpul •• Isolation valve override 
and hand-puMp open to the desired position 
the aeavater iMpulae iaolation valve. 
Ensure it open. to the apptoptiate 
launchet and its position indicator light is 
illu.inated. 
Check RA" position indicator on the LCDP 
at the BATTERY position with its indicator 
lllu.lnated. 
Page 2J of 41 
Date: 2-9-89 
EQUIPMENT 
Ye. 
Ye. 
Yo. 
'MING 
REQ. 
Ye. 
Ye. 
Ye. 
- - - .- - - -
SICTIOII 5 
5.1 Internal Au.tll.ex Llancber Slat .. 
TASK 
tD ..... 
TASK D!SCRIPTION 
- - - -
.JOII !'AS. MALTS IS 80RItARY 
STEP 
NO. 
- - - - -
STEP D!SCRIPTION 
14 Position the> LOAD/LOADeD switch to LOADED 
and enaure the LOADED indicator illu.inates. 
15 Manually override fIring valve hydraulic 
interlocks. 
16 Launch device using LAUNCH .witch. 
11 Monitor indicatoca for launched indicati ona. 
18 Handpu.p the prlaary faecondary) launcher 
19 
20 
• uzzle door to ahut and enaure the SHUT 
DOOR indlcatoc light 111u_inates. 
At the hydraulic control valve for the 
ae'",ater t~l •• Isolation Yalve override 
and handpuap shut the aeavater i_pulae 
isolation .a1ve. Ensure the shut 
indicator lllu. lnatea . 
At the hydraulic valve actuator for the 
pel.ary (secondary) launcher vent and drain 
valve. override and hand-pUMp the val Yes 
open (verify valve opens' to vent and 
drain the pri. ary (secondary' launcher 
barrel to the qravity drain systeM. 
- - -
Page 24 of 41 
Date: 2-9-89 
EQUIP"EHT TRNG 
REO . 
Hone No 
Y •• Ye. 
None No 
None No 
Ye. Ye • 
Y •• Ye. 
Ye. Ye. 
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Internal Auxiliary Launcher (IAL) System 
(Skills) 
Operational procedures 
1. Perform operational tuks for the IAL ineludlna: 
a. Pre-operational procedures 
(1 ) Tethered d,viee 
(2) :"Jon-tethered devict 
b . Opera tional proc,durll 
(1) Tethered device 
(2) Kon-tethered device 
c. Polt-operatlonal procedures 
(1) Tethered device 
(2) K'on-ttthered device 
2. Perform cIsu. Jty/d'araded/abnorm. l (not tuJ.l min ien capable) modes of operation . 
a. Hind pump 
(1) Tethered device 
(2) Non-tethered device 
'0 . Manu,l override 
(1) Tethered device 
(2) !'lon-tethered device 
c. Hand rammer 
3. RccoiJlizc and interpret an inclic.Uons oecumna dunn, the performance of an operational 
procedures of the tAL and perform appropriate operator tetiON in their proper sequence. 
a. Tethe red device 
b . Non-tethered device 
•• Perform data loaging requirements as appropriate for the lAL. 
a. Tethered devici 
b . Non-tethered device 
5. Adhere to personnel and equipment nCtty requirementS during opetltional procedures. 
a. Tltherea device 
b . :-';on-tethtred device 
PrevenU"'e Maintenanct procedures 
1. Perform preventive maintenance proeedW'es. includinl quality usurance procedures. on the 
tAL a, scheduled by the Planned Maintenance System (PMS) and pretented on Maintenance 
Jte,quiremlnt Card(s) (MRC) . 
2 . Adhere to personnel and equipment safetY precautions when performinl preventive 
maintenance procedwes of the IAL. 
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Internal Auxiliary Launcher (!AL) System 
(Skills) (Continued) 
Baalc Corrective Malntenlnce Procedures 
1. Ull tpeeJal t001l and tut lq,uJpment requircdLO perform balic: corrective maintenance 
proceduros on the tAL. 
2. Perform .lianmtnt, adjustment 1M calibration proc.duras AI required for bulc corrective 
maintenance on the IAL. 
3. Perform operational tests and dlagnostie proaranu, as appUeable. {or basic corrective 
maintenance of the tAL. 
• . Recoanize and interpret ali malfunction indle.doN tor the lAL.. 
5. Perfom:. .~temltic fault ilcration procedures contained in prescribed MlintenanCt 
documentation for the IAL durin, basic corrective maintenance . 
6. Dittl.embl • • repair and , •• nlmbl. the JAL to the authorized mtintenanee level fOT bask 
corrective maintenance . 
7. r.rfom\ p,:.!t-rt}:ol~r t>.o.:.t,j~IC:;, i.w .. luJ.iul ",u .. iil7 .. nul . II .... y'U ... JW.', uu Ll •• IAL JUI .u'l 
basic corrective maintenanct . 
8. Adhere to persoMel and equipment nfety precautions whtn ptrformina basic corrective 
maintenance procedures. 
Advanced CorrecU •• MaiDtenlnce Procedures 
1. Use ,peclal tool& and test equipmtnt required to perform advanced correctiw maint.n~nce 
procedures on the IAL. 
2. PerEorm ali8nment. adjustmtnt and calibration procedures as requJred for advanced corrtctive 
maintenance on the IAL. 
3. Perform operational tests and dia&n05tic proarams. IS applicable. for advanced corrective 
maintenance of the IAL. 
• . R.tcoanlu and in.terpret aU malfunction indications for the I"L . 
S. Perform systematic fault isolation procedw'es not contained in prescrttMd maintenance 
documentation for th. lAL durinC advanced corr.ctive maintenance. 
6. Dt.II,emble. repair and reanemble the IAL to the luthoril:cd maintenance lewl for advanced 
correetive maintenance. 
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Internal Auxiliary Launcher (lAL) System 
(Skills) (Continued) 
7. Per(orm post-repair procedures. includ.1n& qua.llty Ulurance procedures. on the IAL durina 
advanced corrective maintenance . 
8. Adhere to penonnel and equipment safety precautions when performina advanced corrective 
mamtenJ.nc. procldure3. 
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APPENDIX C 
AIMS MEDIA/ ATTRIBUTE RATING MATRIX 
I 
I IlEDIA X ATTRIBUTES TABLE 
ATTRIBUTE NUMBER ----> 1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 
I IlEDIA I 
1- INTERACTIVE LECTURE 0 5 4 3 2 0 0 0 0 0 0 0 0 0 0 
I 2. IlEDIATED INTERACTIV 5 5 5 5 5 4 5 4 4 4 5 5 5 5 5 3. CHALKBOARD 0 2 3 2 1 1 0 3 3 4 0 2 0 0 0 4 • POSTER 0 2 3 3 1 4 4 4 4 4 0 2 0 0 0 
5. WALL CHART 0 1 3 3 1 4 4 4 4 4 0 2 0 0 0 
I 6. PRINTED HANDOUT 0 2 3 3 1 4 4 4 4 4 0 2 0 0 0 7. PROGRAMME D TEXT 0 1 3 3 1 4 2 3 3 3 0 2 0 0 0 
8. WORKBOOK 0 1 3 3 2 4 4 4 4 4 0 2 0 0 0 
I 9. CHECKLIST 0 1 3 4 1 4 1 1 1 2 0 2 0 0 0 1 0 . TECHNICAL MANUAL 0 2 3 4 1 4 4 5 5 4 0 3 0 0 0 
1 1- OVERHEAD TRANSPAREN 0 2 3 3 1 4 3 4 4 4 0 2 0 0 0 
I 1 2. AUDIOTAPE 0 2 2 2 1 1 0 0 
0 0 0 0 0 0 5 
1 3 . FILM 0 4 4 4 3 3 2 2 2 3 5 5 5 5 5 
1 4 . VIDEOTAPE 0 4 4 4 3 2 4 3 3 4 5 5 5 5 5 
15. SLIDES 0 2 3 3 1 2 5 4 4 4 2 5 1 1 0 
I 16. SLIDE/ TAPE 0 3 4 3 2 4 5 4 4 4 2 5 1 1 5 17 • RANDOM ACCESS SLIDE 0 2 3 3 3 3 5 4 4 4 1 5 1 1 4 
18. COMPUTER AIDED INST 1 4 4 4 4 4 4 3 3 4 5 4 4 3 1 
I 19. COMPUTER MANAGED IN 1 4 4 4 4 4 4 3 3 4 5 4 4 4 1 20. INTERACTIVE VIDEO 0 2 5 0 5 5 4 4 4 4 4 5 5 5 5 5 
21- MODEL 3 0 5 5 3 2 0 0 0 0 0 5 0 0 0 
I 22. MOCK-UP 
4 0 5 5 4 2 1 2 2 0 0 5 0 0 3 
23. PART TASK TRAINER 5 0 4 4 4 2 0 0 2 3 4 5 3 3 4 
24. WHOLE TASK TRAINER 5 0 5 5 2 0 0 0 0 0 4 5 5 5 5 
25. OPERATIONAL EQUI PME 5 0 5 5 5 2 0 0 0 0 5 5 5 5 5 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I KEDIA X ATTRIBUTES 
TABLE •• CONTINUED .'* 
ATTRIBUTE NUMBER ----> 16 17 18 19 20 21 22 23 24 25 26 27 28 29 30 
I 
KEDIA I 
1- INTERACTIVE LECTURE 0 0 0 0 0 0 0 2 5 0 0 0 0 0 0 
2. KEDIATED INTERACTIV 5 5 5 5 5 5 5 4 5 5 5 5 5 5 5 
I 3. CHALKBOARD 2 1 0 0 1 0 0 1 0 0 0 
0 0 0 0 
4. POSTER 2 3 0 0 1 0 0 0 0 0 0 0 0 0 0 
5. WALL CHART 2 2 0 0 1 0 0 0 0 0 0 0 0 0 0 
I 6. PRINTED HANDOUT 
2 1 0 0 1 0 0 1 0 0 0 0 0 0 0 
7. PROGRAMMED TEXT 2 1 0 0 1 0 0 3 0 2 0 0 0 0 0 
8. WORKBOOK 2 1 0 1 1 0 0 2 0 2 0 0 0 0 0 
9. CHECKLIST 2 0 0 0 1 0 0 1 0 2 0 0 0 0 0 
I 10. TECHNICAL MANUAL 2 2 0 0 1 0 0 0 0 0 0 0 0 0 0 11- OVERHEAD TRANSPAREN 2 1 0 0 1 0 0 0 0 0 0 0 0 0 0 
12. AUDIOTAPE 0 0 0 0 1 0 0 0 0 0 0 0 0 0 0 
I 13. FILM 5 1 0 3 2 0 0 
0 0 0 0 0 0 0 0 
14. VIDEOTAPE 5 1 0 2 0 0 0 0 0 0 0 0 0 0 0 
15. SLIDES 4 2 0 2 1 0 0 0 0 0 0 0 0 0 0 
I 16. 
SLIDE/TAPE 3 2 0 3 2 0 0 1 0 0 0 0 0 0 0 
17. RANDOM ACCESS SLIDE 3 2 0 3 1 0 0 0 0 0 0 0 0 0 0 
18. COMPUTER AIDED INST 3 4 4 3 3 0 0 4 0 3 0 0 0 3 2 
19. COMPUTER MANAGED IN 3 4 4 3 3 0 0 4 0 3 0 0 0 3 2 
I 20. INTERACTIVE VIDEO D 5 5 4 4 4 3 3 4 0 3 0 0 0 3 2 21- MODEL 0 3 3 3 2 0 0 0 0 0 0 0 0 0 0 
22. MOCK-UP 3 4 4 4 3 0 5 0 0 1 0 0 0 5 2 
I 23. PART TASK TRAINER 4 3 
3 3 4 5 5 0 0 4 5 5 5 5 3 
24. WHOLE TASK TRAINER 5 4 4 4 4 5 5 0 0 5 5 5 5 5 5 
25. OPERATIONAL EQUIPME 5 5 5 5 5 5 5 0 0 5 5 5 5 5 5 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I MEDIA X ATTRIBUTES TABLE •• CONTINUED •• ATTRIBUTE NUMBER ----> 31 32 33 34 35 36 37 38 39 40 41 42 43 44 45 
I 
MEDIA I 
1- INTERACTIVE LECTURE 0 0 1 5 5 5 0 2 3 3 4 2 0 1 1 
2. MEDIATED INTERACT IV 5 5 5 5 5 5 5 5 5 5 5 5 5 5 5 
I 3. CHALKBOARD 0 0 0 0 1 0 0 0 0 0 0 0 0 0 0 4 • POSTER 0 0 0 0 1 0 0 0 0 0 0 0 0 0 0 
5. WALL CHART 0 0 0 0 1 0 0 0 0 0 0 0 0 0 0 
I 6. PRINTED HANDOUT 0 0 0 0 1 0 0 0 0 0 0 0 0 0 0 7. PROGRAMMED TEXT 0 0 0 0 5 0 0 3 3 3 4 2 0 0 0 8. WORKBOOK 0 0 0 0 3 0 0 2 2 2 3 1 0 0 0 
9. CHECKLIST 0 0 0 0 1 5 0 0 0 0 0 0 0 0 0 
I 10. TECHNICAL MANUAL 0 0 0 0 1 0 0 0 0 0 0 0 0 0 0 11- OVERHEAD TRANSPAREN 0 0 0 5 1 0 0 0 0 0 0 0 0 0 0 
12. AUDIOTAPE 0 0 0 0 2 0 0 0 0 0 0 0 0 4 0 
I 13. FILII 0 0 0 0 2 0 0 0 0 0 0 0 1 4 4 14. VIDEOTAPE 0 0 0 0 2 0 0 0 0 0 0 0 1 4 2 
15. SLIDES 0 0 0 0 1 0 0 0 0 0 0 0 0 0 2 
I 16. SLIDE/TAPE 
0 0 0 0 2 0 0 0 0 0 0 0 1 4 2 
17. RANDOM ACCESS SLIDE 0 0 0 0 1 0 0 0 0 0 0 0 0 0 2 
18. COMPUTER AIDED INST 3 3 1 0 4 0 4 4 5 5 5 5 2 2 2 
19. COMPUTER MANAGED IN 3 3 1 0 2 0 5 4 3 4 4 4 2 0 0 
I 20. INTERACTIVE VIDEO D 3 3 1 0 4 0 4 4 4 4 4 4 2 4 2 21- MODEL 0 0 0 0 1 1 0 0 0 0 0 0 0 0 3 
22. MOCK-UP 3 3 0 0 4 4 0 3 0 0 4 4 3 3 3 
I 23. PART TASK TRAINER 3 4 3 0 5 5 3 3 4 4 4 4 4 4 4 24. WHOLE TASK TRAINER 5 5 5 5 5 5 4 3 5 5 5 5 4 4 4 25. OPERATIONAL EQUIPME 5 5 5 5 4 5 0 0 5 0 5 3 5 5 5 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I MEDIA 
X ATTRIBUTES TABLE •• CONTINUED ** 
ATTRIBUTE NUMBER ----> 46 47 48 49 50 51 52 53 54 55 56 57 58 59 60 
MEDIA I 
I 1- INTERACTIVE LECTURE 0 0 5 0 0 0 1 3 4 2 4 5 3 4 5 
2. MEDIATED INTERACT IV 5 5 5 5 5 5 5 5 5 5 5 5 5 5 5 
I 3. CHALKBOARD 0 0 3 1 0 0 1 2 0 2 0 3 1 2 5 4. POSTER 0 0 3 1 0 0 1 2 0 2 0 3 1 2 1 5. WALL CHART 0 0 3 1 0 0 1 2 0 3 0 3 1 2 1 
I 
6. PRINTED HANDOUT 0 0 3 1 0 0 1 2 0 3 0 3 1 0 3 
7. PROGRAMMED TEXT 0 0 4 2 0 0 2 1 0 3 0 3 1 5 1 
8. WORKBOOK 0 0 5 2 0 0 2 2 0 3 0 3 2 5 1 
9. CHECKLIST 0 0 3 1 0 0 1 2 0 3 0 3 2 2 2 
I 10. TECHNICAL MANUAL 0 0 3 1 0 0 1 2 0 2 0 3 1 2 1 11. OVERHEAD TRANSPAREN 0 0 3 1 0 0 1 1 0 2 0 3 1 2 3 
12. AUDIOTAPE 0 0 5 1 1 0 1 0 5 0 3 4 1 2 1 
I 13. FIll'! 0 0 5 2 2 0 2 
0 5 2 5 4 1 2 1 
14 • VIDEOTAPE 0 0 5 2 2 0 2 0 5 2 5 4 1 2 2 
15. SLIDES 0 0 3 2 2 0 2 1 0 2 3 3 1 2 2 
16. SLIDE/ TAPE 0 0 5 2 2 0 2 0 5 2 5 3 1 3 1 
I 17 • RANDOM ACCESS SLIDE 0 0 5 2 2 0 2 5 0 2 3 3 1 2 2 18. COMPUTER AIDED INST 0 0 5 3 2 0 3 4 4 4 5 4 3 3 3 
19 . COMPUTER MANAGED IN 0 0 4 2 2 0 2 5 4 4 2 4 3 3 3 
I 20. INTERACTIVE VIDEO D 0 0 5 3 2 0 3 5 4 4 5 4 3 3 3 21- MODEL 0 0 3 1 1 0 1 2 4 1 1 0 1 0 0 22. MOCK-UP 0 3 5 5 3 3 4 3 4 1 3 2 1 3 3 
I 23. PART TASK TRAINER 
0 3 4 4 3 4 3 5 4 2 4 4 4 3 3 
24. WHOLE TASK TRAINER 3 4 5 4 4 5 4 5 4 4 5 4 4 3 3 
25. OPERATIONAL EQUIPME 5 5 5 5 5 5 5 4 5 5 5 5 5 5 4 
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I AIMS MEDIA SELECTION WORKSHEETS 
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SELECTION WORKSHEET FOR USE WITH THE FILE : seawalf 
Objective Number: ____ ~l ~.OL_ __________________________________ __ 
Objective : 
Prepar e IAL for Manual Hydraulic Operat ion 
Put a check in the boxes next to the attributes required of 
any medium which might be used to meet this objective . 
*TYPE OF LEARNING 
1. PSYCHOMOTOR 
2. AFFECTIVE (ATTITUDINAL) 
3. CONCEPTUAL 
4. PROCEDURAL 
5 . DECISION MAKING 
*DISPLAY CHARACTERISTICS 
6 • VERBAL/ TEXT 
7 . PHOTOGRAPHS 
8. DRAWINGS 
9 . DIAGRAMS 
10. GRAPHICS 
11. ANIMATION 
12 . COLORS 
13. VISUAL MOTION(CONSTANT) 
14 . VISUAL MOTION(VARIABLE) 
15 . AUDIO (VOICE) 
16 . FIELD OF VIEW 
17 . PHYSICAL SIMILARITY 
18. FUNCTIONAL SIMILARITY 
19 . FIDELITY/ REALISM 
20. INDICATORS/ GAUGES 
21. TACTILE CUES 
22 . KINESTHETIC CUES 
*RESPONSE MODE 
23. VERBAL/ WRITTEN RESPONSE 
24. VOICE RESPONSE 
25. DECISION INDICATORS 
26 . FINE MOTOR RESPONSE 
27 . GROSS MOTOR RESPONSE 
28 . TRACKING RESPONSE 
29. MANIPULATIVE RESPONSE 
30 . PHYSICAL SIMILARITY 
31 . FUNCTIONAL SIMILARITY 
32 . FIDELITY/ REALISM 
1 __ 1 33 . CONTINUOUS RESPONSE 
*EVALUATION MODE 
34. INSTRUCTOR EVALUATION 
35. SELF EVALUATION 
36. PEER EVALUATION 
37 . AUTOMATED EVALUATION 
38. VERBAL/WRITTEN EVALUATION 
39. IMMEDIATE ON RESPONSE 
40. IMMEDIATE ON ERROR 
41. POST-SESSION EVALUATION 
42. FAULT INSERTION 
*ENVIRONMENTAL CONDITIONS 
43 . PHYSICAL MOTION 
44. NOISE 
45 . LIGHTING 
46 . VIBRATION 
47 . RESTRICTIVE CLOTHING 
*LEARNING LEVELS 
~ 48. A. FAMILIARITY __ 49. B. PERFORM PROCEDURE 50 . C. PERFORM JOB 51. D. PERFORM MISSION 
*SPECIAL REQUIREMENTS 
1 
__ 1 52. CREW/ TEAM INTERACTION 
__ 53. RANDOM ACCESS LOGIC 
*COMMUNICATIONS 
~ 54. VERBAL/ VOICE -- 55 . NON-VERBAL/SIGNAL == 56. SOUND/NOISE/SIGN 
*PERFORMANCE CRITERIA 
~ 57. SOP'S 58. TIME __ 59 . ACCURACY 
*SCENARIO DEVELOPMENT 
1 __ 1 60 . INTERACTIVE 
I 
I 
I 
I 
I 
SELECTION WORKSHEET FOR USE WITH THE FILE : .eawolf 
Objective Number: _______ 2~.~0  ______________________________ ___ 
Objective: 
LCDP: Ensure Vent & Drain VLV Shut Li ght s Are On 
Put a check in the boxes next to the attributes required of 
any medium which might be used to meet this objective. 
I *TYPE OF LEARNING 1 __ 1 33. CONTINUOUS RESPONSE 
1 . PSYCHOMOTOR 
I 2 . AFFECTIVE (ATTITUDINAL) 3 . CONCEPTUAL 4 . PROCEDURAL 
5. DECISION MAKING 
I *DISPLAY CHARACTERISTICS 6. VERBAL/ TEXT 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
7 . PHOTOGRAPHS 
8 . DRAWINGS 
9. DIAGRAMS 
10 . GRAPHICS 
11. ANIMATION 
1 2 . COLORS 
13. VISUAL MOTION(CONSTANT) 
14. VISUAL MOTION(VARIABLE) 
15 . AUDIO (VOICE) 
16. FIELD OF VIEW 
17 . PHYSICAL SIMILARITY 
18. FUNCTIONAL SIMILARITY 
19. FIDELITY/ REALISM 
20. INDICATORS/ GAUGES 
21. TACTILE CUES 
22. KINESTHETIC CUES 
*RESPONSE MODE 
23. VERBAL/WRITTEN RESPONSE 
24. VOICE RESPONSE 
25 . DECISION INDICATORS 
26. FINE MOTOR RESPONSE 
27 . GROSS MOTOR RESPONSE 
28 . TRACKING RESPONSE 
29. MANIPULATIVE RESPONSE 
30. PHYSICAL SIMILARITY 
31 . FUNCTIONAL SIMILARITY 
32. FIDELITY/ REALISM 
*EVALUATION MODE 
34 . INSTRUCTOR EVALUATION 
35 . SELF EVALUATION 
36 . PEER EVALUATION 
37 . AUTOMATED EVALUATION 
38 . VERBAL/ WRITTEN EVALUATION 
39 . IMMEDIATE ON RESPONSE 
40 . IMMEDIATE ON ERROR 
41. POST-SESSION EVALUATION 
42. FAULT INSERTION 
*ENVIRONKENTAL CONDITIONS 
43. PHYSICAL MOTION 
44. NOISE 
45 . LIGHTING 
46. VIBRATION 
47 . RESTRICTIVE CLOTHING 
*LEARNING LEVELS 
~ 48. A. FAMILIARITY == 49. B. PERFORM PROCEDURE 50. C. PERFORM JOB == 51. D. PERFORM MISSION 
*SPECIAL REQUIREMENTS 
. 1 __ 1 52. CREW/ TEAK INTERACTION 
__ 53 . RANDOM ACCESS LOGIC 
*COKKUNICATIONS 
~ 54. VERBAL/VOICE -- 55 . NON-VERBAL/SIGNAL 56. SOUND/NOISE/SIGN 
*PERFORKANCE CRITERIA 
57. SOP'S 
58. TIME 
59 . ACCURACY 
*SCENARIO DEVELOPMENT 
1 __ 1 60. INTERACTIVE 
I 
I SELECTION WORKSHEET FOR USE WITH THE FILE seawolf 
I Objective Number: __ ~3~.~Q ____________________________________ __ 
I 
I 
objective: 
Open Breech Door and Ins pe c t Barre l 
Put a check in the boxes next to the attributes required of 
any medium which might be used to meet this objective. 
I "TYPE OF LEARNING 
1. PSYCHOMOTOR 
I 2 . AFFECTIVE (ATTITUDINAL) 3. CONCEPTUAL 4. PROCEDURAL 
5. DECISION MAKING 
I "DISPLAY CHARACTERISTICS 6. VERBAL/TEXT 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
7. PHOTOGRAPHS 
8. DRAWINGS 
9. DIAGRAMS 
10 . GRAPHICS 
11. ANIMATION 
12. COLORS 
13. VISUAL MOTION(CONSTANT) 
14. VISUAL MOTION(VARIABLE) 
15. AUDIO (VOICE) 
16. FIELD OF VIEW 
17. PHYSICAL SIMILARITY 
18. FUNCTIONAL SIMILARITY 
19. FIDELITY/REALISM 
20. INDICATORS/GAUGES 
21. TACTILE CUES 
22. KINESTHETIC CUES 
*RESPONSE MODE 
23. VERBAL/WRITTEN RESPONSE 
24. VOICE RESPONSE 
25. DECISION INDICATORS 
26. FINE MOTOR RESPONSE 
27 . GROSS MOTOR RESPONSE 
28. TRACKING RESPONSE 
29 . MANIPULATIVE RESPONSE 
30 . PHYSICAL SIMILARITY 
31. FUNCTIONAL SIMILARITY 
32. FIDELITY/REALISM 
1 __ 1 33. CONTINUOUS RESPONSE 
"EVALUATION MODE 
34. INSTRUCTOR EVALUATION 
35. SELF EVALUATION 
36. PEER EVALUATION 
37. AUTOMATED EVALUATION 
38 . VERBAL/WRITTEN EVALUATION 
39. IMMEDIATE ON RESPONSE 
40. IMMEDIATE ON ERROR 
41. POST-SESSION EVALUATION 
42. FAULT INSERTION 
"ENVIRONMENTAL CONDITIONS 
~ 43. PHYSICAL MOTION 44. NOISE == 45. LIGHTING __ 46. VIBRATION __ 47. RESTRICTIVE CLOTHING 
"LEARNING LEVELS g 48. A. FAMILIARITY __ 49. B. PERFORM PROCEDURE 50. C. PERFORM JOB 
51. D. PERFORM MISSION 
"SPECIAL REQUIREMENTS 
1 
__ 1 52. CREW/TEAM INTERACTION 
__ 53. RANDOM ACCESS LOGIC 
"COMMUNICATIONS 
54. VERBAL/VOICE 
55. NON-VERBAL/SIGNAL 
56. SOUND/NOISE/SIGN 
"PERFORMANCE CRITERIA 
~ 57. SOP'S 58. TIME == 59. ACCURACY 
"SCENARIO DEVELOPMENT 
1 __ 1 60. INTERACTIVE 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
SELECTION WORJ(5HEET FOR USE WITH THE FILE : aeawolf 
Objective Number: _________ 4_._O ______________________________ ___ 
Objective: 
Load Device and Shut Bree ch Door 
Put a check in the boxes next to the attributes required of 
any medium which might be used to meet this objective. 
"TYPE OF LEARNING 
1. PSYCHOMOTOR 
2. AFFECTIVE (ATTITUDINAL) 
3. CONCEPTUAL 
4. PROCEDURAL 
5 . DECISION MAKING 
"DISPLAY CHARACTERISTICS 
6 . VERBAL/TEXT 
7. PHOTOGRAPHS 
8. DRAWINGS 
9. DIAGRAMS 
10. GRAPHICS 
11. ANIMATION 
12. COLORS 
13. VISUAL MOTION(CONSTANT) 
14. VISUAL MOTION(VARIABLE) 
15. AUDIO(VOICE) 
16. FIELD OF VIEW 
17. PHYSICAL SIMILARITY 
18. FUNCTIONAL SIMILARITY 
19. FIDELITY/REALISM 
20. INDICATORS/GAUGES 
21. TACTILE CUES 
22. KINESTHETIC CUES 
*RESPONSE MODE 
23 . VERBAL/WRITTEN RESPONSE 
24. VOICE RESPONSE 
25. DECISION INDICATORS 
26. FINE MOTOR RESPONSE 
27. GROSS MOTOR RESPONSE 
28. TRACKING RESPONSE 
29 . MANIPULATIVE RESPONSE 
~ 30 . PHYSICAL SIMILARITY 
31. FUNCTIONAL SIMILARITY 
32. FIDELITY/REALISM 
1 __ 1 33. CONTINUOUS RESPONSE 
"EVALUATION MODE 
34. INSTRUCTOR EVALUATION 
35. SELF EVALUATION 
36 . PEER EVALUATION 
37. AUTOMATED EVALUATION 
38. VERBAL/ WRITTEN EVALUATION 
39. IMMEDIATE ON RESPONSE 
40 . IMMEDIATE ON ERROR 
41. POST-SESSION EVALUATION 
42. FAULT INSERTION 
"ENVIRONMENTAL CONDITIONS 
~ 43. PHYSICAL MOTION __ 44. NOISE __ 45 . LIGHTING 46 . VIBRATION -- 47. RESTRICTIVE CLOTHING 
"LEARNING LEVELS 
~ 48 . A. FAMILIARITY == 49 . B. PERFORM PROCEDURE 50 . C. PERFORM JOB __ . 51 . D. PERFORM MISSION 
"SPECIAL REQUIREMENTS 
1 
__ 1 52 . CREW/TEAM INTERACTION 
53. RANDOM ACCESS LOGIC 
"COMMUNICATIONS 
54. VERBAL/VOICE 
55. NON-VERBAL/ SIGNAL 
56 . SOUND/NOISE/ SIGN 
"PERFORMANCE CRITERIA 
* 
57. SOP'S 
58 . TIME 
__ 59. ACCURACY 
"SCENARIO DEVELOPMENT 
1 __ 1 60. INTERACTIVE 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
SELECTION WOR1tSHEET FOR USE WITH THE FILE : .eawolt 
Objective Number: ___ 5~.~0~ __________________________________ ___ 
Objective : 
Pos it ion Load/ Loaded Swit ch t o Loaded 
Put a check in the boxes next to the attributes required of 
any .edium which .iqht be used to .eet this objective. 
-TYPE OF LEARNING 
1. PSYCHOMOTOR 
2. AFFECTIVE (ATTITUDINAL) 
3. CONCEPTUAL 
4 . PROCEDURAL 
5. DECISION MARING 
-DISPLAY CHARACTERISTICS 
6. VERBAL/TEXT 
7 . PHOTOGRAPHS 
8. DRAWINGS 
9. DIAGRAMS 
10. GRAPHICS 
11. ANIMATION 
12. COLORS 
13. VISUAL MOTION(CONSTANT) 
14 . VISUAL MOTION(VARIABLE) 
15. AUDIO (VOICE) 
16. FIELD OF VIEW 
17. PHYSICAL SIMILARITY 
18. FUNCTIONAL SIMILARITY 
19. FIDELITY/REALISM 
20. INDICATORS/GAUGES 
21. TACTILE CUES 
22 . KINESTHETIC CUES 
*RESPONSE MODE 
23. VERBAL/WRITTEN RESPONSE 
24. VOICE RESPONSE 
25. DECISION INDICATORS 
26. FINE MOTOR RESPONSE 
27 . GROSS MOTOR RESPONSE 
28 . TRACKING RESPONSE 
29. MANIPULATIVE RESPONSE 
30. PHYSICAL SIMILARITY 
__ 31. FUNCTIONAL SIMILARITY 
~ 32. FIDELITY/REALISM 
1 __ 1 33. CONTINUOUS RESPONSE 
-EVALUATION MODE . 
34. INSTRUCTOR EVALUATION 
35. SELF EVALUATION 
36. PEER EVALUATION 
37. AUTOMATED EVALUATION 
38. VERBAL/WRITTEN EVALUATION 
39. IKKEDIATE ON RESPONSE 
40. IKKEDIATE ON ERROR 
41. POST-SESSION EVALUATION 
42. FAULT INSERTION 
ONKENTAL CONDITIONS 
43. PHYSICAL MOTION 
44. NOISE 
45 . LIGHTING 
46. VIBRATION 
47 . RESTRICTIVE CLOTHING 
*LEARNING LEVELS 
~ 48. A. FAMILIARITY = 49. B. PERFORM PROCEDURE 50. C. PERFORM JOB -- 51. D. PERFORM MISSION 
-SPECIAL REQUIREMENTS 
1 
__ 1 52. CREW/TEAM INTERACTION 
53. RANDOM ACCESS LOGIC 
-COMMUNICATIONS 
54. VERBAL/VOICE 
55. NON-VERBAL/SIGNAL 
56. SOUND/NOISE/SIGN 
-PERFORMANCE CRITERIA 
~ 57. SOP'S 58. TIME __ 59. ACCURACY 
-SCENARIO DEVELOPMENT 
1 __ 1 60. INTERACTIVE 
I 
I SELECTION WORKSHEET FOR USE WITH THE FILE seawolf 
I 
I 
I 
Objective Number: _____ 6~.~0~ ________________________________ ___ 
Objective : HYD Valve Act: Override & Handpump 
Open Ram E1ect Pump Door 
Put a check in the boxes next to the attributes required of 
any medium which might be used to meet this objective. 
I "TYPE OF LEARNING 1 __ 1 33. CONTINUOUS RESPONSE 
1. PSYCHOMOTOR 
2. AFFECTIVE (ATTITUDINAL) 
3. CONCEPTUAL 
4 . PROCEDURAL I 
5. DECISION MAKING 
I "DISPLAY CHARACTERISTICS 6 • VERBAL/ TEXT 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
7. PHOTOGRAPHS 
8. DRAWINGS 
9. DIAGRAMS 
10. GRAPHICS 
11. ANIMATION 
12. COLORS 
13. VISUAL MOTION(CONSTANT) 
14. VISUAL MOTION(VARIABLE) 
15. AUDIO (VOICE) 
16. FIELD OF VIEW 
17. PHYSICAL SIMILARITY 
18. FUNCTIONAL SIMILARITY 
19. FIDELITY/REALISM 
20. INDICATORS/GAUGES 
21. TACTILE CUES 
22. KINESTHETIC CUES 
"RESPONSE MODE 
23. VERBAL/WRITTEN RESPONSE 
24. VOICE RESPONSE 
25. DECISION INDICATORS 
26. FINE MOTOR RESPONSE 
27. GROSS MOTOR RESPONSE 
28 . TRACKING RESPONSE 
29. MANIPULATIVE RESPONSE 
30. PHYSICAL SIMILARITY 
31. FUNCTIONAL SIMILARITY 
32. FIDELITY/REALISM 
"EVALUATION MODE 
34 . INSTRUCTOR EVALUATION 
35. SELF EVALUATION 
36. PEER EVALUATION 
37. AUTOMATED EVALUATION 
38. VERBAL/WRITTEN EVALUATION 
39. IMMEDIATE ON RESPONSE 
40. IMMEDIATE ON ERROR 
41 . POST-SESSION EVALUATION 
42 . FAULT INSERTION 
"ENVIRONMENTAL CONDITIONS 
.,/ U. PHYSICAL MOTION 
44. NOISE 
45. LIGHTING 
46. VIBRATION 
47. RESTRICTIVE CLOTHING 
"LEARNING LEVELS 
48. A. FAMILIARITY 
49 . B. PERFORM PROCEDURE 
~ 50 . C. PERFORM JOB 
51. D. PERFORM MISSION 
"SPECIAL REQUIREMENTS 
1 
__ 1 52 . CREW/TEAK INTERACTION 
__ 53 . RANDOM ACCESS LOGIC 
"COKKUNlCATIONS 
54 . VERBAL/VOICE 
55. NON-VERBAL/SIGNAL 
56. SOUND/NOISE/SIGN 
"PERFORMANCE CRITERIA 
~ 57 . SOP'S 58. TIME __ 59. ACCURACY 
"SCENARIO DEVELOPMENT 
1 __ 1 60. INTERACTIVE 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
SELECTION WORKSHEET FOR USE WITH THE FILE : seawolf 
Objective Number: __ ~7 ~.0~ __________________________________ ___ 
Objective: 
At Flood Valve, Open Valve Until Solid Stream 
of Water is Vented 
Put a check in the boxes next to the attributes required of 
any medium which might be used to meet this objective. 
"TYPE OF LEARNING 
1. PSYCHOMOTOR 
2. AFFECTIVE (ATTITUDINAL) 
3. CONCEPTUAL 
4. PROCEDURAL 
5. DECISION MAKING 
"DISPLAY CHARACTERISTICS 
6. VERBAL/TEXT 
7. PHOTOGRAPHS 
8. DRAWINGS 
9. DIAGRAMS 
10. GRAPHICS 
11. ANIMATION 
12. COLORS 
13 . VISUAL MOTION(CONSTANT) 
14. VISUAL MOTION(VARIABLE) 
15. AUDIO (VOICE) 
16. FIELD OF VIEW 
17. PHYSICAL SIMILARITY 
18. FUNCTIONAL SIMILARITY 
19. FIDELITY/REALISM 
20. INDICATORS/GAUGES 
21. TACTILE CUES 
22. KINESTHETIC CUES 
*RESPONSE MODE 
23. VERBAL/WRITTEN RESPONSE 
24. VOICE RESPONSE 
25. DECISION INDICATORS 
26. FINE MOTOR RESPONSE 
27 . GROSS MOTOR RESPONSE 
28. TRACKING RESPONSE 
29. MANIPULATIVE RESPONSE 
30. PHYSICAL SIMILARITY 
31 . FUNCTIONAL SIMILARITY 
32. FIDELITY/REALISM 
1 __ 1 33. CONTINUOUS RESPONSE 
"EVALUATION MODE 
34. INSTRUCTOR EVALUATION 
35. SELF EVALUATION 
36. PEER EVALUATION 
37. AUTOMATED EVALUATION 
38. VERBAL/WRITTEN EVALUATION 
39. IMMEDIATE ON RESPONSE 
40. IMMEDIATE ON ERROR 
41. POST-SESSION EVALUATION 
42. FAULT INSERTION 
"ENVIRONMENTAL CONDITIONS 
~ 43. PHYSICAL MOTION __ 44. NOISE __ 45. LIGHTING __ 46. VIBRATION __ 47. RESTRICTIVE CLOTHING 
"LEARNING LEVELS 
~ 48. A. FAMILIARITY == 49. B. PERFORM PROCEDURE 50. C. PERFORM JOB . 51. D. PERFORM MISSION 
"SPECIAL REQUIREMENTS 
1 
__ 1 52. CREW/TEAM INTERACTION 
__ 53. RANDOM ACCESS LOGIC 
"COMMUNICATIONS 
I 54. VERBAL/VOICE -- 55. NON-VERBAL/SIGNAL == 56. SOUND/NOISE/SIGN 
"PERFORMANCE CRITERIA 
I~ 57 . SOP'S 58. TIME 59. ACCURACY 
"SCENARIO DEVELOPMENT 
1 __ 1 60. INTERACTIVE 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
SELECTION WORKSHEET FOR USE WITH TIlE FILE : seawolf 
Objective Number: ______ ~8~.~0 ________________________________ ___ 
Objective: 
Override and Handpump Shut the rAL Flood Valve 
PUt a check in the boxes next to the attributes required of 
any medium which might be used to meet this objective. 
-TYPE OF LEARNING 
1. PSYCHOMOTOR 
2. AFFECTIVE (ATTITUDINAL) 
3. CONCEPTUAL 
4. PROCEDURAL 
5. DECISION MAKING 
-DISPLAY CHARACTERISTICS 
6. VERBAL/TEXT 
7. PHOTOGRAPHS 
8. DRAWINGS 
9. DIAGRAMS 
10. GRAPHICS 
11. ANIMATION 
12. COLORS 
13. VISUAL MOTION(CONSTANT) 
14. VISUAL MOTION(VARIABLE) 
15. AUDIO (VOICE) 
16. FIELD OF VIEW 
17. PHYSICAL SIMILARITY 
18. FUNCTIONAL SIMILARITY 
19. FIDELITY/REALISM 
20. INDICATORS/GAUGES 
21. TACTILE CUES 
22 . KINESTHETIC CUES 
-RESPONSE MODE 
23. VERBAL/WRITTEN RESPONSE 
24. VOICE RESPONSE 
25. DECISION INDICATORS 
26. FINE MOTOR RESPONSE 
27. GROSS MOTOR RESPONSE 
28. TRACKING RESPONSE 
29. MANIPULATIVE RESPONSE 
30. PHYSICAL SIMILARITY 
31. FUNCTIONAL SIMILARITY 
32. FIDELITY/REALISM 
1 __ 1 33. CONTINUOUS RESPONSE 
-EVALUATION MODE 
34. INSTRUCTOR EVALUATION 
35 . SELF EVALUATION 
36. PEER EVALUATION 
37. AUTOMATED EVALUATION 
38. VERBAL/WRITTEN EVALUATION 
39. IMMEDIATE ON RESPONSE 
40. IMMEDIATE ON ERROR 
41. POST-SESSION EVALUATION 
42. FAULT INSERTION 
ONKENTAL CONDITIONS 
43. PHYSICAL MOTION 
44. NOISE 
45. LIGHTING 
46. VIBRATION 
47. RESTRICTIVE CLOTHING 
-LEARNING LEVELS 
~ 48. A. FAMILIARITY == 49. B. PERFORM PROCEDURE 50. C. PERFORM JOB -- 51. D. PERFORM MISSION 
-SPECIAL REQUIREMENTS 
1 
__ 1 52. CREW/TEAK INTERACTION 
53. RANDOM ACCESS LOGIC 
-COMMUNICATIONS 
54. VERBAL/VOICE 
55. NON-VERBAL/SIGNAL 
56. SOUND/NOISE/SIGN 
-PERFORMANCE CRITERIA 
~ 57. SOP'S -- 58 . TIME -- 59. ACCURACY 
-SCENARIO DEVELOPMENT 
1 __ 1 60. INTERACTIVE 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
SELECTION WORKSHEET FOR USE WITH THE FILE : seawolf 
Objective Number: ______ ~9~.~O ________________________________ ___ 
Objective : Handpump Open t he EQ Va l ve & 
Ensure EQ Valve Light is On 
Put a check in the boxes next to the attributes required of 
any medium which might be used to meet this objective. 
-TYPE OF LEARNING 
1. PSYCHOMOTOR 
2. AFFECTIVE (ATTITUDINAL) 
3. CONCEPTUAL 
4. PROCEDURAL 
5. DECISION MAKING 
-DISPLAY CHARACTERISTICS 
6. VERBAL/ TEXT 
7. PHOTOGRAPHS 
8. DRAWINGS 
9. DIAGRAMS 
10. GRAPHICS 
11 . ANIMATION 
12. COLORS 
13. VISUAL MOTION(CONSTANT) 
14. VISUAL MOTION(VARIABLE) 
15. AUDIO (VOICE) 
16. FIELD OF VIEW 
17. PHYSICAL SIMILARITY 
18. FUNCTIONAL SIMILARITY 
19. FIDELITY/ REALISM 
20 . INDICATORS/ GAUGES 
21. TACTILE CUES 
22. KINESTHETIC CUES 
-RESPONSE MODE 
23 . VERBAL/ WRITTEN RESPONSE 
24 . VOICE RESPONSE 
25 . DECISION INDICATORS 
26. FINE MOTOR RESPONSE 
27. GROSS MOTOR RESPONSE 
28. TRACKING RESPONSE 
29. MANIPULATIVE RESPONSE 
30. PHYSICAL SIMILARITY 
31 . FUNCTIONAL SIMILARITY 
32. FIDELITY/ REALISM 
1 __ 1 33. CONTINUOUS RESPONSE 
-EVALUATION MODE 
34 . INSTRUCTOR EVALUATION 
35. SELF EVALUATION 
36. PEER EVALUATION 
37. AUTOMATED EVALUATION 
38. VERBAL/WRITTEN EVALUATION 
39. IMMEDIATE ON RESPONSE 
40 . IMMEDIATE ON ERROR 
41 . POST-SESSION EVALUATION 
42. FAULT INSERTION 
ONMENTAL CONDITIONS 
43 . PHYSICAL MOTION 
44. NOISE 
45. LIGHTING 
46 . VIBRATION 
47. RESTRICTIVE CLOTHING 
-LEARNING LEVELS 
~ 48. A. FAMILIARITY == 49. B. PERFORM PROCEDURE 50 . C. PERFORM JOB 51. D. PERFORM MISSION 
-SPECIAL REQUIREMENTS 
1 
__ 1 52. CREW/ TEAM INTERACTION 
__ 53. RANDOM ACCESS LOGIC 
_COMMUNICATIONS 
I I 54. VERBAL/VOICE == 55. NON-VERBAL/SIGNAL __ 56. SOUND/NOISE/ SIGN 
_PERFORMANCE CRITERIA 
~ 57. SOP ' S -- 58. TIME __ 59. ACCURACY 
-SCENARIO DEVELOPMENT 
1 __ 1 60. INTERACTIVE 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
SELECTION WORKSHEET FOR USE WITH THE FILE : seawolf 
Objective Number: ____ ~lO~.~O~ ________________________________ ___ 
Objective: 
Check EQ & Fl ood Line Pr ess Gauges t o Ensyre Same Press 
Put a check in the boxes next to the attributes required of 
any medium which might be used to meet this objective. 
"TYPE OF LEARNING 
1 . PSYCHOMOTOR 
2 . AFFECTIVE (ATTITUDINAL) 
3. CONCEPTUAL 
4. PROCEDURAL 
5. DECISION MAKING 
"DISPLAY CHARACTERISTICS 
6 . VERBAL/ TEXT 
7. PHOTOGRAPHS 
8. DRAWINGS 
9 . DIAGRAMS 
10 . GRAPHICS 
11. ANIMATION 
12. COLORS 
13. VISUAL MOTION(CONSTANT) 
14. VISUAL MOTION(VARIABLE) 
15. AUDIO (VOICE) 
1 6 . FIELD OF VIEW 
17. PHYSICAL SIMILARITY 
18. FUNCTIONAL SIMILARITY 
19. FIDELITY/ REALISM 
20 . INDICATORS/GAUGES 
21. TACTILE CUES 
22. KINESTHETIC CUES 
"RESPONSE MODE 
23. VERBAL/ WRITTEN RESPONSE 
24. VOICE RESPONSE 
25. D~CISION INDICATORS 
26. FINE MOTOR RESPONSE 
27 . GROSS MOTOR RESPONSE 
28 . TRACKING RESPONSE 
29. MANIPULATIVE RESPONSE 
30 . PHYSICAL SIMILARITY 
31. FUNCTIONAL SIMILARITY 
32. FIDELITY/REALISM 
1 __ 1 33. CONTINUOUS RESPONSE 
"EVALUATION MODE 
34 . INSTRUCTOR EVALUATION 
35 . SELF EVALUATION 
36 . PEER EVALUATION 
37 . AUTOMATED EVALUATION 
38. VERBAL/ WRITTEN EVALUATION 
39 . IMMEDIATE ON RESPONSE 
40. IMMEDIATE ON ERROR 
:7 41. POST-SESSION EVALUATION 
42 . FAULT INSERTION 
"ENVIRONMENTAL CONDITIONS 
v' 43. PHYSICAL MOTION 
44. NOISE 
45 . LIGHTING 
46. VIBRATION 
47 . RESTRICTIVE CLOTHING 
"LEARNING LEVELS 
~ 48 . A. FAMILIARITY -- 49 . B. PERFORM PROCEDURE 50 . C. PERFORM JOB -- 51 . D. PERFORM MISSION 
"SPECIAL REQUIREMENTS 
1 
__ 1 52 . CREW/ TEAM INTERACTION 
53 . RANDOM ACCESS LOGIC 
"COMMUNICATIONS 
54 . VERBAL/ VOICE 
55 . NON-VERBAL/ SIGNAL 
56. SOUND/NOISE/SIGN 
"PERFORMANCE CRITERIA 
~ 57. SOP'S 58. TIME __ 59 . ACCURACY 
"SCENARIO DEVELOPMENT 
1 __ 1 60 . INTERACTIVE 
I 
I 
I 
I 
I 
SELECTION WORKSHEET FOR USE WITH THE FILE : .eawolf 
Objective Number: ____ ~l~l~.O~ ________________________________ ___ 
Objective: 
Handpump Open the Muzzle Door 
Put a check in the boxes next to the attributes required of 
any medium which might be used to meet this objective . 
I "TYPE OF LEARNING 
1. PSYCHOMOTOR 
1 __ 1 33. CONTINUOUS RESPONSE 
"EVALUATION MODE 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
2 . AFFECTIVE (ATTITtlDINAL) 
3. CONCEPTtlAL 
4. PROCEDURAL 
5. DECISION MAKING 
"DISPLAY CHARACTERISTICS 
6. VERBAL/ TEXT 
7. PHOTOGRAPHS 
B . DRAWINGS 
9. DIAGRAMS 
10. GRAPHICS 
11. ANIMATION 
12. COLORS 
13. VISUAL MOTION(CONSTANT) 
14. VISUAL MOTION(VARIABLE) 
15. AUDIO (VOICE) 
16. FIELD OF VIEW 
17. PHYSICAL SIMILARITY 
lB. FUNCTIONAL SIMILARITY 
19. FIDELITY/REALISM 
20. INDICATORS/GAUGES 
21. TACTILE CUES 
22. KINESTHETIC CUES 
"RESPONSE MODE 
23. VERBAL/WRITTEN RESPONSE 
24. VOICE RESPONSE 
25 . DECISION INDICATORS 
26 . FINE MOTOR RESPONSE 
27. GROSS MOTOR RESPONSE 
2B . TRACKING RESPONSE 
29. MANIPULATIVE RESPONSE 
30. PHYSICAL SIMILARITY 
31. FUNCTIONAL SIMILARITY 
32. FIDELITY/REALISM 
34. INSTRUCTOR EVALUATION 
35. SELF EVALUATION 
36. PEER EVALUATION 
37. AUTOMATED EVALUATION 
3B. VERBAL/WRITTEN EVALUATION 
39. IMMEDIATE ON RESPONSE 
40 . IMMEDIATE ON ERROR 
41. POST-SESSION EVALUATION 
42. FAULT INSERTION 
ONMENTAL CONDITIONS 
43. PHYSICAL MOTION 
44. NOISE 
45. LIGHTING 
46. VIBRATION 
47. RESTRICTIVE CLOTHING 
"LEARNING LEVELS 
~ 4B. A. FAMILIARITY __ 49. B. PERFORM PROCEDURE 50. C. PERFORM JOB 51. D. PERFORM MISSION 
"SPECIAL REQUIREMENTS 
1 
__ 1 52. CREW/TEAM INTERACTION 
__ 53. RANDOM ACCESS LOGIC 
"COMMUNICATIONS 
54. VERBAL/VOICE 
55. NON-VERBAL/SIGNAL 
56. SOUND/NOISE/SIGN 
"PERFORMANCE CRITERIA 
~ 57. SOP'S -- 58. TIME = 59. ACCURACY 
"SCENARIO DEVELOPMENT 
1 __ 1 60 . INTERACTIVE 
I 
I 
I 
I 
SELECTION WORXSHEET FOR USE WITH THE FILE : seawolf 
objective Number : ____ ~1~2~.0~ ________________________________ ___ 
Objective: 
Ens ure IMP ISOL Door Opens t o Approp Launcher & Light is On 
I Put a check in the boxes next to the attributes required of 
any medium which might be used to meet this objective. 
I "TYPE OF LEARNING 
1 . PSYCHOMOTOR 
2 . AFFECTIVE (ATTITUDINAL) 
3 . CONCEPTUAL 
4. PROCEDURAL I 
5. DECISION MAKING 
I "DISPLAY CHARACTERISTICS 6. VERBAL/ TEXT 
7 . PHOTOGRAPHS 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
8. DRAWINGS 
9. DIAGRAMS 
10. GRAPHICS 
11. ANIMATION 
12. COLORS 
13. VISUAL MOTION(CONSTANT) 
14. VISUAL MOTION(VARIABLE) 
15. AUDIO (VOICE) 
16. FIELD OF VIEW 
17. PHYSICAL SIMILARITY 
18. FUNCTIONAL SIMILARITY 
19 . FIDELITY/ REALISM 
20 . INDICATORS/GAUGES 
21. TACTILE CUES 
22. KINESTHETIC CUES 
"RESPONSE MODE 
23. VERBAL/ WRITTEN RESPONSE 
24. VOICE RESPONSE 
25. DECISION INDICATORS 
26. FINE MOTOR RESPONSE 
27 . GROSS MOTOR RESPONSE 
28 . TRACKING RESPONSE 
29. MANIPULATIVE RESPONSE 
30 . PHYSICAL SIMILARITY 
31 . FUNCTIONAL SIMILARITY 
32 . FIDELITY/REALISM 
1 __ 1 33. CONTINUOUS RESPONSE 
"EVALUATION MODE 
34. INSTRUCTOR EVALUATION 
35 . SELF EVALUATION 
36 . PEER EVALUATION 
37 . AUTOMATED EVALUATION 
38 . VERBAL/WRITTEN EVALUATION 
39. IMMEDIATE ON RESPONSE 
40 . IMMEDIATE ON ERROR 
41. POST-SESSION EVALUATION 
42. FAULT INSERTION 
"ENVIRONMENTAL CONDITIONS 
~ 43. PHYSICAL MOTION __ 44. NOISE __ 45. LIGHTING 46. VIBRATION 47. RESTRICTIVE CLOTHING 
"LEARNING LEVELS g 48. A. FAMILIARITY == 49. B. PERFORM PROCEDURE 50. C. PERFORM JOB 
__ 51. D. PERFORM MISSION 
"SPECIAL REQUIREMENTS 
1 
__ 1 52. CREW/TEAM INTERACTION 
53. RANDOM ACCESS LOGIC 
"COiiiiuNICATIONS 
54. VERBAL/ VOICE 
55 . NON-VERBAL/ SIGNAL 
56. SOUND/NOISE/ SIGN 
"PERFORMANCE CRITERIA 
~ 57. SOP'S 58. TIME __ 59. ACCURACY 
"SCENARIO DEVELOPMENT 
1 __ 1 60 . INTERACTIVE 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
SELECTION WORKSHEET FOR USE WITH THE FILE : .eavolf 
Objective Number:. __ ~1~3~.~0 __________________________________ ___ 
Objective: 
LCDP: Ensure Ram Position Light i s on Battery 
Put a check in the boxes next to the attributes required of 
any medium which might be used to meet this objective. 
-TYPE OF LEARNING 
1. PSYCHOMOTOR 
2. AFFECTIVE (ATTITUDINAL) 
3. CONCEPTUAL 
4. PROCEDURAL 
5. DECISION MAKING 
-DISPLAY CHARACTERISTICS 
6 . VERBAL/ TEXT 
7. PHOTOGRAPHS 
8. DRAWINGS 
9. DIAGRAMS 
10. GRAPHICS 
11. ANIMATION 
12 . COLORS 
13. VISUAL MOTION(CONSTANT) 
14. VISUAL MOTION(VARIABLE) 
15 . AUDIO(VOICE) 
16. FIELD OF VIEW 
17 . PHYSICAL SIMILARITY 
18 . FUNCTIONAL SIMILARITY 
19. FIDELITY/ REALISM 
20. INDICATORS/GAUGES 
21. TACTILE CUES 
22. KINESTHETIC CUES 
*RESPONSE MODE 
23. VERBAL/WRITTEN RESPONSE 
24. VOICE RESPONSE 
25. DECISION INDICATORS 
26. FINE MOTOR RESPONSE 
27 . GROSS MOTOR RESPONSE 
28. TRACKING RESPONSE 
29. MANIPULATIVE RESPONSE 
30. PHYSICAL SIMILARITY 
31. FUNCTIONAL SIMILARITY 
32. FIDELITY/REALISM 
1 __ 1 33. CONTINUOUS RESPONSE 
-EVALUATION MODE 
34. INSTRUCTOR EVALUATION 
35. SELF EVALUATION 
36. PEER EVALUATION 
37. AUTOMATED EVALUATION 
38. VERBAL/WRITTEN EVALUATION 
39. IMMEDIATE ON RESPONSE 
40. IMMEDIATE ON ERROR 
41. POST-SESSION EVALUATION 
42 . FAULT INSERTION 
-ENVIRONMENTAL CONDITIONS 
43. PHYSICAL MOTION 
44 . NOISE 
45. LIGHTING 
46 . VIBRATION 
47. RESTRICTIVE CLOTHING 
-LEARNING LEVELS 
~ 48 . A. FAMILIARITY __ 49 . B. PERFORM PROCEDURE 50. C. PERFORM JOB __ 51. D. PERFORM MISSION 
-SPECIAL REQUIREMENTS 
1 
__ 1 52. CREW/TEAK INTERACTION 
__ 53. RANDOM ACCESS LOGIC 
-COMMUNICATIONS 
54. VERBAL/VOICE 
55. NON-VERBAL/ SIGNAL 
56 . SOUND/NOISE/SIGN 
-PERFORMANCE CRITERIA 
~ 57 . SOP'S 58. TIME __ 59. ACCURACY 
-SCENARIO DEVELOPMENT 
1 __ 1 60. INTERACTIVE 
I 
I 
I 
I 
I 
SELECTION WORKSHEET FOR USE WITH THE FILE : aeawolf 
Objective Number: __ ~1~4~.~0 __________________________________ ___ 
Objective: 
Pos itio n Loa d /Loaded SWitch t o lOaded & 
Ensure Light i s On 
Put a check in the boxes next to the attributes required of 
any medium which miqht be used to meet this objective . 
I "TYPE OF LEARNING 1 __ 1 33. CONTINUOUS RESPONSE 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
1. PSYCHOMOTOR 
2 . AFFECTIVE (ATTITUDINAL) 
3. CONCEPTUAL 
4 . PROCEDURAL 
5 . DECISION MAKING 
"DISPLAY CHARACTERISTICS 
6 . VERBAL/ TEXT 
7. PHOTOGRAPHS 
8. DRAWINGS 
9. DIAGRAMS 
10 . GRAPHICS 
11. ANIMATION 
12. COLORS 
13. VISUAL MOTION(CONSTANT) 
14. VISUAL MOTION(VARIABLE) 
15. AUDIO (VOICE) 
16. FIELD OF VIEW 
17. PHYSICAL SIMILARITY 
18 . FUNCTIONAL SIMILARITY 
19. FIDELITY/REALISM 
20. INDICATORS/GAUGES 
21. TACTILE CUES 
22 . KINESTHETIC CUES 
"RESPONSE MODE 
\7" 
L 
23. VERBAL/WRITTEN RESPONSE 
24. VOICE RESPONSE 
25. DECISION INDICATORS 
26 . FINE MOTOR RESPONSE 
27. GROSS MOTOR RESPONSE 
28. TRACKING RESPONSE 
29. MANIPULATIVE RESPONSE 
30. PHYSICAL SIMILARITY 
31. FUNCTIONAL SIMILARITY 
32. FIDELITY/REALISM 
"EVALUATION MODE 
34. INSTRUCTOR EVALUATION 
35. SELF EVALUATION 
36. PEER EVALUATION 
37. AUTOMATED EVALUATION 
38. VERBAL/ WRITTEN EVALUATION 
39 . IMMEDIATE ON RESPONSE 
40 . IMMEDIATE ON ERROR 
41 . POST-SESSION EVALUATION 
42. FAULT INSERTION 
"ENVIRONMENTAL CONDITIONS 
~ 43. PHYSICAL MOTION 
44. NOISE 
45. LIGHTING 
46. VIBRATION 
47. RESTRICTIVE CLOTHING 
"LEARNING LEVELS 
~ 48. A. FAMILIARITY __ 49. B. PERFORM PROCEDURE 50. C. PERFORM JOB 51. D. PERFORM MISSION 
"SPECIAL REQUIREMENTS 
1 
__ 1 52. CREW/TEAK INTERACTION 
53. RANDOM ACCESS LOGIC 
"COMMUNICATIONS 
54. VERBAL/VOICE 
55. NON-VERBAL/SIGNAL 
56. SOUND/NOISE/SIGN 
*PERFORMANCE CRITERIA 
~ 57. SOP'S 58 . TIME __ 59. ACCURACY 
"SCENARIO DEVELOPMENT 
1 __ 1 60. INTERACTIVE 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
SELECTION WORKSHEET FOR USE WITH THE FILE : seawalf 
Objective Number: ____ ~15~.~0~ ________________________________ ___ 
Objective: 
Manuall y Override Firing Valve Hydraulic Interlocks 
Put a check in the boXes next to the attributes required of 
any medium which might be used to meet this objective. 
-TYPE OF LEARNING 
1. PSYCHOMOTOR 
2. AFFECTIVE (ATTITUDINAL) 
3. CONCEPTUAL 
4. PROCEDURAL 
5. DECISION MAKING 
-DISPLAY CHARACTERISTICS 
6. VERBAL/TEXT 
7. PHOTOGRAPHS 
8. DRAWINGS 
9 . DIAGRAMS 
10. GRAPHICS 
11. ANIMATION 
12. COLORS 
13. VISUAL MOTION(CONSTANT) 
14. VISUAL MOTION(VARIABLE) 
15. AUDIO (VOICE) 
16. FIELD OF VIEW 
~ 17. PHYSICAL SIMILARITY 
18. FUNCTIONAL SIMILARITY 
19. FIDELITY/ REALISM 
20 . INDICATORS/GAUGES 
21. TACTILE CUES 
22. KINESTHETIC CUES 
-RESPONSE MODE 
23. VERBAL/WRITTEN RESPONSE 
24. VOICE RESPONSE 
25. DECISION INDICATORS 
26. FINE MOTOR RESPONSE 
27. GROSS MOTOR RESPONSE 
28. TRACKING RESPONSE 
29. MANIPULATIVE RESPONSE 
30. PHYSICAL SIMILARITY 
31. FUNCTIONAL SIMILARITY 
32. FIDELITY/REALISM 
1 __ 1 33. CONTINUOUS RESPONSE 
-EVALUATION MODE 
34. INSTRUCTOR EVALUATION 
35. SELF EVALUATION 
36. PEER EVALUATION 
37. AUTOMATED EVALUATION 
38 . VERBAL/WRITTEN EVALUATION 
39 . IMMEDIATE ON RESPONSE 
40 . IMMEDIATE ON ERROR 
41. POST-SESSION EVALUATION 
42. FAULT INSERTION 
-ENVIRONMENTAL CONDITIONS 
~ 43. PHYSICAL MOTION __ 44. NOISE __ 45. LIGHTING __ 46. VIBRATION __ 47. RESTRICTIVE CLOTHIlIG 
-LEARNING LEVELS 
~ 48 . A. FAMILIARITY == 49. B. PERFORM PROCEDURE 50 . C. PERFORM JOB __ 51. D. PERFORM MISSION 
-SPECIAL REQUIREMENTS 
1 
__ 1 52. CREW/TEAM INTERACTION 
53 . RANDOM ACCESS LOGIC 
-COMMUNICATIONS 
54. VERBAL/VOICE 
55 . NON-VERBAL/SIGNAL 
56. SOUND/NOISE/ SIGN 
-PERFORMANCE CRITERIA 
~ 57 . SOP'S -- 58. TIME __ 59. ACCURACY 
-SCENARIO DEVELOPMENT 
1 __ 1 60. INTERACTIVE 
I 
I 
I 
I 
I 
SELECTION WORKSHEET FOR USE WITH THE FILE seawolf 
Objective Number: ____ ~1~6~.~0 ________________________________ ___ 
Objective: 
Launch Device Using Launch Swi t ch 
Put a check in the boxes next to the attributes required of 
any .edium which might be used to meet this objective. 
I "TYPE OF LEARNING I_I 33. CONTINUOUS RESPONSE 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
1. PSYCHOMOTOR 
2. AFFECTIVE (ATTITUDINAL) 
3. CONCEPTUAL 
4. PROCEDURAL 
5 . DECISION MAKING 
"DISPLAY CHARACTERISTICS 
6 • VERBAL/TEXT 
7. PHOTOGRAPHS 
8. DRAWINGS 
9. DIAGRAMS 
10. GRAPHICS 
11. ANIMATION 
12 . COLORS 
13. VISUAL MOTION(CONSTANT) 
14 . VISUAL MOTION(VARIABLE) 
15 . AUDIO (VOICE) 
16. FIELD OF VIEW 
17 . PHYSICAL SIMILARITY 
18 . FUNCTIONAL SIMILARITY 
19. FIDELITY/REALISM 
20. INDICATORS/GAUGES 
21. TACTILE CUES 
22. KINESTHETIC CUES 
"RESPONSE MODE 
23. VERBAL/ WRITTEN RESPONSE 
24. VOICE RESPONSE 
25. DECISION INDICATORS 
26. FINE MOTOR RESPONSE 
27. GROSS MOTOR RESPONSE 
28. TRACKING RESPONSE 
29. MANIPULATIVE RESPONSE 
30. PHYSICAL SIMILARITY 
31. FUNCTIONAL SIMILARITY 
32. FIDELITY/ REALISM 
"EVALUATION MODE 
34. INSTRUCTOR EVALUATION 
35 . SELF EVALUATION 
36 . PEER EVALUATION 
37. AUTOMATED EVALUATION 
38. VERBAL/WRITTEN EVALUATION 
39. IMMEDIATE ON RESPONSE 
40. IMMEDIATE ON ERROR 
41. POST-SESSION EVALUATION 
42. FAULT INSERTION 
ONMENTAL CONDITIONS 
43. PHYSICAL MOTION 
44. NOISE 
45. LIGHTING 
46. VIBRATION 
47. RESTRICTIVE CLOTHING 
"LEARNING LEVELS 
~ 48. A. FAMILIARITY == 49. B. PERFORM PROCEDURE 50. C. PERFORM JOB 51. D. PERFORM MISSION 
"SPECIAL REQUIREMENTS 
I_I 52. CREW/ TEAM INTERACTION 53. RANDOM ACCESS LOGIC 
"COMMUNICATIONS 
54. VERBAL/VOICE 
55 . NON-VERBAL/ SIGNAL 
56. SOUND/NOISE/ SIGN 
"PERFORMANCE CRITERIA 
~ 57. SOP'S 58. TIME _ 59. ACCURACY 
"SCENARIO DEVELOPMENT 
I_I 60. INTERACTIVE 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
SELECTION WORKSHEET FOR USE WITH THE PILE : aeawolf 
Objective Number: ____ ~1~7~.O~ ________________________________ ___ 
Objective: 
Monit or Indi cat ors f or Launche d Indi cations 
Put a check in the boxes next to the attributes required of 
any medium which might be used to meet this objective. 
*TYPE OF LEARNING 
1. PSYCHOMOTOR 
2. AFFECTIVE (ATTITUDINAL) 
3. CONCEPTUAL 
4. PROCEDURAL 
5. DECISION MAKING 
*DISPLAY CHARACTERISTICS 
6. VERBAL/ TEXT 
7. PHOTOGRAPHS 
8. DRAWINGS 
9. DIAGRAMS 
10. GRAPHICS 
11. ANIMATION 
12. COLORS 
13. VISUAL MOTION(CONSTANT) 
14. VISUAL MOTION(VARIABLE) 
15. AUDIO (VOICE) 
16. FIELD OF VIEW 
17. PHYSICAL SIMILARITY 
18. FUNCTIONAL SIMILARITY 
19. FIDELITY/ REALISM 
20. INDICATORS/GAUGES 
21. TACTILE CUES 
22 . KINESTHETIC CUES 
*RESPONSE MODE 
23. VERBAL/ WRITTEN RESPONSE 
24. VOICE RESPONSE 
25. DECISION INDICATORS 
26. FINE MOTOR RESPONSE 
27. GROSS MOTOR RESPONSE 
28. TRACKING RESPONSE 
29 . MANIPULATIVE RESPONSE 
30. PHYSICAL SIMILARITY 
31. FUNCTIONAL SIMILARITY 
32. FIDELITY/ REALISM 
1 __ 1 33. CONTINUOUS RESPONSE 
*EVALUATION MODE 
34. INSTRUCTOR EVALUATION 
35. SELF EVALUATION 
36. PEER EVALUATION 
37 . AUTOMATED EVALUATION 
38 . VERBAL/WRITTEN EVALUATION 
39 . IMMEDIATE ON RESPONSE 
40 . IMMEDIATE ON ERROR 
41 . POST-SESSION EVALUATION 
42 . FAULT INSERTION 
*ENVIRONMENTAL CONDITIONS 
11 
43. PHYSICAL MOTION 
__ 44. NOISE 
__ 45. LIGHTING 
46. VIBRATION 
47. RESTRICTIVE CLOTHING 
*LEARNING LEVELS g 48. A. FAMILIARITY == 49. B. PERFORM PROCEDURE 50. C. PERFORM JOB 
-- 51. D. PERFORM MISSION 
*SPECIAL REQUIREMENTS 
1 
__ 1 52. CREW/ TEAM INTERACTION 
__ 53. RANDOM ACCESS LOGIC 
*COMMUNICATIONS 
54. VERBAL/VOICE 
55. NON-VERBAL/ SIGNAL 
56. SOUND/NOISE/SIGN 
*PERFORMANCE CRITERIA 
~ 57. SOP'S 58. TIME == 59. ACCURACY 
*SCENARIO DEVELOPMENT 
1 __ 1 60. INTERACTIVE 
I 
I 
I 
I 
I 
SELECTION WORXSHEET FOR USE WITH THE FILE seaW'olf 
objective Number: __ ~l~B~.O~ __________________________________ __ 
Objective: 
Handpump Muzzle Door & Ensure Shut Door Light is On 
Put a cbeck in the boxes next to the attributes required of 
any medium which might be used to .eet this objective. 
I ·TYPE OF LEARNING 
1. PSYCHOMOTOR 
1 __ 1 33. CONTINUOUS RESPONSE 
.EVALUATION MODE . 
I 
2. AFFECTIVE (ATTITUDINAL) 
3. CONCEPTUAL 
4. PROCEDURAL 
5. DECISION MAKING 
I ·DISPLAY CHARACTERISTICS 6. VERBAL/TEXT 7 . PHOTOGRAPHS 
8. DRAWINGS I 9. DIAGRAMS 10 . GRAPHICS 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
11. ANIMATION 
12. COLORS 
13. VISUAL MOTION(CONSTANT) 
14. VISUAL MOTION(VARIABLE) 
15. AUDIO (VOICE) 
16. FIELD OF VIEW 
17. PHYSICAL SIMILARITY 
18 . FUNCTIONAL SIMILARITY 
19. FIDELITY/REALISM 
20. INDICATORS/ GAUGES 
21. TACTILE CUES 
22. KINESTHETIC CUES 
.RESPONSE MODE 
7' 
2 
23. VERBAL/ WRITTEN RESPONSE 
24. VOICE RESPONSE 
25. DECISION INDICATORS 
26. FINE MOTOR RESPONSE 
27. GROSS MOTOR RESPONSE 
28. TRACKING RESPONSE 
29 . MANIPULATIVE RESPONSE 
30. PHYSICAL SIMILARITY 
31. FUNCTIONAL SIMILARITY 
32. FIDELITY/REALISM 
34. INSTRUCTOR EVALUATION 
35. SELF EVALUATION 
36 . PEER EVALUATION 
37. AUTOMATED EVALUATION 
38. VERBAL/ WRITTEN EVALUATION 
39. IMMEDIATE ON RESPONSE 
40. IMMEDIATE ON ERROR 
41. POST-SESSION EVALUATION 
42 . FAULT INSERTION 
.ENVIRONMENTAL CONDITIONS 
43 . PHYSICAL MOTION 
44 . NOISE 
45. LIGHTING 
46. VIBRATION 
47. RESTRICTIVE CLOTHING 
.LEARNING LEVELS 
~ 48. A. FAMILIARITY == 49 . B. PERFORM PROCEDURE 50 . C. PERFORM JOB -- 51 . D. PERFORM MISSION 
.SPECIAL REQUIREMENTS 
1 
__ 1 52. CREW/ TEAM INTERACTION 
53. RANDOM ACCESS LOGIC 
·COMMUNICATIONS 
54 . VERBAL/VOICE 
55. NON-VERBAL/SIGNAL 
56. SOUND/NOISE/SIGN 
.PERFORMANCE CRITERIA 
~ 57. SOP'S 58. TIME __ 59 . ACCURACY 
.SCENARIO DEVELOPMENT 
1 __ 1 60 . INTERACTIVE 
I 
I 
I 
I 
I 
SELECTION WORltSIlEET FOR USE WITH TIlE FILE : a.awolf 
Objective Number: ______ 1~9~O~ ______________________________ ___ 
objective : 
Handpump Shut the Seawater IMP ISOL Valve and 
Ensure Light i s On 
Put a check in the boxes next to the attributes required of 
any aedium which might be used to aeet this objective. 
1 __ 1 33. CONTINUOUS RESPONSE 
*BVALUATION MODE . I *TYPE OF LEARNING 1. PSYCHOMOTOR 
2. AFFECTIVE (ATTITI1DINAL) 
I 3. CONCEPTUAL 4. PROCEDURAL 
5. DECISION MAKING 
I *DISPLlIY CHARACTERISTICS 6. VERBAL/TEXT 7. PHOTOGRAPHS 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
8. DRAWINGS 
9 . DIAGRAMS 
10 . GRAPHICS 
11. ANIMATION 
12. COLORS 
13 . VISUAL MOTION(CONSTANT) 
14. VISUAL MOTION(VARIABLE) 
15. AUDIO (VOICE) 
16. FIELD OF VIEW 
17. PHYSICAL SIMILARITY 
18. FUNCTIONlIL SIMILlIRITY 
19 . FIDELITY/REALISM 
20 . INDICATORS/GlIUGES 
21. TACTILE CUES 
22. KINESTHETIC CUES 
*RESPONSE MODE 
23. VERBAL/WRITTEN RESPONSE 
24. VOICE RESPONSE 
25. DECISION INDICATORS 
26. FINE MOTOR RESPONSE 
27. GROSS MOTOR RESPONSE 
28 . TRACKING RESPONSE 
29. HANIPULlITIVE RESPONSE 
30. PHYSICAL SIMILARITY 
31. FUNCTIONAL SIMILARITY 
32. FIDELITY/REALISM 
34. INSTRUCTOR EVALUATION 
35. SELF EVALUATION 
36. PEER EVALUATION 
37 . AUTOMATED EVALUATION 
38 . VERBAL/WRITTEN EVALUATION 
39. IMMEDIATE ON RESPONSE 
40 . IMMEDIATE ON ERROR 
v 41. POST-SESSION EVALUlITION 
42 . FAULT INSERTION 
*ENVIRONMENTAL CONDITIONS 
v1 43 . PHYSICAL MOTION 
44. NOISE 
45. LIGHTING 
46. VIBRATION 
47. RESTRICTIVE CLOTHING 
*LEARNING LEVELS 
~ 48. A. FAMILIARITY = 49 . B. PERFORM PROCEDURE 50 . C. PERFORM JOB __ 51 . D. PERFORM MISSION 
*SPECIAL REQUIREMENTS 
1 
__ 1 52. CREW/TEAM INTERACTION 
__ 53. RANDOM ACCESS LOGIC 
*COIlMONICATIONS 
I 54. VERBAL/VOICE -- 55. NON-VERBAL/SIGNlIL = 56. SOUND/NOISE/SIGN 
*PERFORMANCE CRITERIA 
I ~ 57. SOP'S -- 58. TIME __ 59 . ACCURACY 
*SCENARIO DEVELOPMENT 
1 __ 1 60. INTERACTIVE 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
SELECrrON WORJtSBEET FOR USB WITH THE FILE : .aavolf 
objective Number: ____ ~20~.~O~ ________________________________ ___ 
Objective: 
Handpump Open Vent/Drain Valves and 
Drain Barrel to Gravi t y Syst 
Put • check in the boXes next to the attributes required of 
any .edium which aiqht be used to •• et this objective. 
-TYPE OP LEARNING 
1. PSYCHOMOTOR 
2. APPEcrIVE (ATTI'l'ODIIIAL) 
3. CONCEPTUAL 
4. PROCEDURAL 
5. DECISION KAKING 
-DISPLAY CHARAcrERISTICS 
6 • VERBAL/TEXT 
7. PHOTOGRAPHS 
8. DRAWINGS 
9. DIAGRAMS 
10. GRAPHICS 
11. ANIMATION 
12 . COLORS 
13. VISUAL MOTION(CONSTAIIT) 
14. VISUAL MOTION(VARIABLE) 
15. AUDIO (VOICE) 
16. FIELD OF VIEW 
17. PHYSICAL SIMILARITY 
18. FUNcrIONAL SIMILARITY 
19 . FIDELITY/REALISM 
20. INDICATORS/GAUGES 
21. TAcrILE CUES 
22. KINESTHETIC CUES 
-RESPONSE MODE 
23. VERBAL/WRITTEN RESPONSE 
24. VOICE RESPONSE 
25 . DECISION INDICATORS 
26. FINE MOTOR RESPONSE 
27. GROSS MOTOR RESPONSE 
28. TRACKING RESPONSE 
29 . MANIPULATIVE RESPONSE 
30 . PHYSICAL SIMILARITY 
31 . FUNcrIONAL SIMILARITY 
32. FIDELITY/REALISM 
1 __ 1 33. COIITIIlUOUS RESPONSE 
-EVALUATION MODE 
34. IliSTROCTOR EVALUATION 
35 . SELF EVALUATION ' 
36. PEER EVALUATION 
37. AUTOMATED EVALUATION 
38 . VERBAL/WRITTEN EVALUATION 
39 . IKKEDIATE ON RESPONSE 
40. IKKEDIATE ON ERROR 
41 . POST-SESSION EVALUATION 
42. FAULT INSERTION 
-EllVI~ONKENTAL CONDITIONS 
v'1 43. PHYSICAL MOTION 
-- 44 . NOISE 
45. LIGHTING 
46 . VIBRATION 
47 . RESTRIcrIVE CLOTHING 
-LEARNING LEVELS 
~ 48 . A. FAMILIARITY = 49. B. PERFORM PROCEDURE 50. C. PERFORM JOB -- 51. D. PERFORM MISSION 
-SPECIAL REQUIREMENTS 
1 
__ 1 52. CREW/TEAK INTERAcrION 
53. RANDOM ACCESS LOGIC 
-COiiiiu!lICATIONS 
54. VERBAL/VOICE 
55. NON-VERBAL/SIGNAL 
56 . SOUND/NOISE/SIGN 
-PERFORMANCE CRITERIA 
~ 57. SOP'S -- 58. TIllE 59. ACCURACY 
-SCENARIO DEVELOPMENT 
1 __ 1 60. INTERAcrIVE 
I 
I 
I 
I 
I 
I 
I 
I APPENDIX E 
I AIMS MEDIA SELECTION PRINTOUTS 
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I 
MEDIA SELECTIONS FOR OBJECTIVES 1. 0 TO 20.0 
20 TOTAL OBJECTIVES 
jI OF 
OBJECTIVES 
1. 20 
2 • 20 
3. 20 
4 • 20 
5. 20 
6 . 19 
7. 13 
8. 13 
% OF 
OBJECTIVES 
100.00 
100.00 
100.00 
100.00 
100.00 
95.00 
65.00 
65.00 
MEDIUM 
PART TASK TRAINER 
INTERACTIVE VIDEO DISK 
COMPUTER MANAGED INSTRUCTION 
COMPUTER AIDED INSTRUCTION 
MEDIATED INTERACTIVE LECTURE 
WHOLE TASK TRAINER 
OPERATIONAL EQUIPMENT 
MOCK-UP 
I 
I 
I MEDIA SELECTION FOR OBJECTIVE 1 . 0 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
1-
2. 
3 • 
4 . 
5. 
MEDIUM 
MEDIATED INTERACTIVE LECTU 
INTERACTIVE VIDEO DISK 
COMPUTER AIDED INSTRUCTION 
PART TASK TRAINER 
COMPUTER MANAGED INSTRUCTI 
SPECIFIC 
RATING 
4.933 
3.600 
3.400 
3.333 
3 . 267 
GENERAL 
RATING 
4.91 
3.15 
2.81 
3.35 
2.58 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
MEDIA SELECTION FOR OBJECTIVE 2.0 
1-
2. 
3 • 
4. 
5 . 
6. 
MEDIUM 
MEDIATED INTERACTIVE LECTU 
WHOLE TASK TRAINER 
PART TASK TRAINER 
INTERACTIVE VIDEO DISK 
COMPUTER AIDED INSTRUCTION 
COMPUTER MANAGED INSTRUCTI 
SPECIFIC 
RATING 
5.000 
4.500 
3.600 
3.400 
3.300 
3. 1 00 
GENERAL 
RATING 
4 . 91 
3 . 86 
3 . 35 
3.15 
2.81 
2 . 58 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
MEDIA SELECTION FOR OBJECTIVE 3 . 0 
1-
2. 
3 . 
4 • 
5. 
6. 
7. 
8. 
MEDIUM 
MEDIATED INTERACTIVE LECTU 
OPERATIONAL EQUIPMENT 
WHOLE TASK TRAINER 
PART TASK TRAINER 
MOCK-UP 
INTERACTIVE VIDEO DISK 
COMPUTER AIDED INSTRUCTION 
COMPUTER MANAGED INSTRUCTI 
SPECIFIC 
RATING 
5 . 000 
4.909 
4.273 
3.364 
3.364 
3.273 
3 . 091 
3.000 
GENERAL 
RATING 
4.91 
4.03 
3.86 
3.35 
2.35 
3.15 
2.81 
2.58 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
MEDIA SELECTION FOR OBJECTIVE 4. 0 
1-
2. 
3 . 
4. 
5. 
6. 
7. 
8. 
MEDIUM 
MEDIATED INTERACTIVE LECTU 
OPERATIONAL EQUIPMENT 
WHOLE TASK TRAINER 
PART TASK TRAINER 
MOCK-UP 
INTERACTIVE VIDEO DISK 
COMPUTER AIDED INSTRUCTION 
COMPUTER MANAGED INSTRUCTI 
SPECIFIC 
RATING 
5.000 
4.909 
4.273 
3.364 
3 . 364 
3.273 
3.09l 
3.000 
GENERAL 
RATING 
4.91 
4.03 
3.86 
3.35 
2.35 
3.15 
2.81 
2 . 58 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
MEDIA SELECTION FOR OBJECTIVE 5.0 
1-
2. 
3. 
4. 
5. 
6. 
MEDIUM 
MEDIATED INTERACTIVE LECTU 
WHOLE TASK TRAINER 
PART TASK TRAINER 
INTERACTIVE VIDEO DISK 
COMPUTER AIDED INSTRUCTION 
COMPUTER MANAGED INSTRUCTI 
SPECIFIC 
RATING 
5.000 
4.125 
3.625 
3.250 
3.125 
3.000 
GENERAL 
RATING 
4.91 
3.86 
3 .35 
3.15 
2.81 
2.58 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
MEDIA SELECTION FOR OBJECTIVE 6.0 
l. 
2. 
3. 
4 • 
5. 
6. 
MEDIUM 
MEDIATED INTERACTIVE LECTU 
WHOLE TASK TRAINER 
PART TASK TRAINER 
INTERACTIVE VIDEO DISK 
COMPUTER AIDED INSTRUCTION 
COMPUTER MANAGED INSTRUCTI 
SPECIFIC 
RATING 
5.000 
4.125 
3.625 
3.250 
3.125 
3.000 
GENERAL 
RATING 
4.91 
3.86 
3.35 
3.15 
2.81 
2.58 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
MEDIA SELECTION FOR OBJECTIVE 7.0 
1-
2. 
3. 
4 • 
5. 
6. 
7. 
8. 
MEDIUM 
MEDIATED INTERACTIVE LECTU 
OPERATIONAL EQUIPMENT 
WHOLE TASK TRAINER 
PART TASK TRAINER 
MOCK-UP 
INTERACTIVE VIDEO DISK 
COMPUTER AIDED INSTRUCTION 
COMPUTER MANAGED INSTRUCTI 
SPECIFIC 
RATING 
5.000 
4.909 
4.273 
3.364 
3.364 
3.273 
3.091 
3.000 
GENERAL 
RATING 
4.91 
4.03 
3.86 
3.35 
2.35 
3.15 
2.81 
2.58 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
MEDIA SELECTION FOR OBJECTIVE 8.0 
1-
2. 
3 • 
4 • 
5. 
6. 
7. 
8 . 
MEDIUM 
MEDIATED INTERACTIVE LECTU 
OPERATIONAL EQUIPMENT 
WHOLE TASK TRAINER 
PART TASK TRAINER 
MOCK-UP 
INTERACTIVE VIDEO DISK 
COMPUTER AIDED INSTRUCTION 
COMPUTER MANAGED INSTRUCTI 
SPECIFIC 
RATING 
5.000 
4.909 
4.273 
3.364 
3.364 
3.273 
3.091 
3.000 
GENERAL 
RATING 
4.91 
4.03 
3.86 
3.35 
2.35 
3.15 
2.81 
2 . 58 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
MEDIA SELECTION FOR OBJECTIVE 9.0 
1-
2. 
3. 
4 • 
5. 
6. 
7. 
8. 
MEDIUM 
MEDIATED INTERACTIVE LECTU 
OPERATIONAL EQUIPMENT 
WHOLE TASK TRAINER 
PART TASK TRAINER 
MOCK-UP 
INTERACTIVE VIDEO DISK 
COMPUTER AIDED INSTRUCTION 
COMPUTER MANAGED INSTRUCTI 
SPECIFIC 
RATING 
5.000 
4.909 
4.273 
3.364 
3.364 
3.273 
3.091 
3.000 
GENERAL 
RATING 
4.91 
4.03 
3.86 
3.35 
2.35 
3.15 
2.81 
2.58 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
MEDIA SELECTION FOR OBJECTIVE 10.0 
1-
2. 
3 • 
4. 
5. 
6. 
7 • 
8. 
MEDIUM 
MEDIATED INTERACTIVE LECTU 
OPERATIONAL EQUIPMENT 
WHOLE TASK TRAINER 
PART TASK TRAINER 
MOCK-UP 
INTERACTIVE VIDEO DISK 
COMPUTER AIDED INSTRUCTION 
COMPUTER MANAGED INSTRUCTI 
SPECIFIC 
RATING 
5.000 
4.909 
4.273 
3.364 
3.364 
3.273 
3.091 
3.000 
GENERAL 
RATING 
4.91 
4.03 
3.86 
3.35 
2.35 
3.15 
2.81 
2.58 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
MEDIA SELECTION FOR OBJECTIVE 11. 0 
1-
2. 
3 • 
4. 
5. 
6. 
7. 
8. 
MEDIUM 
MEDIATED INTERACTIVE LECTU 
OPERATIONAL EQUIPMENT 
WHOLE TASK TRAINER 
PART TASK TRAINER 
MOCK-UP 
INTERACTIVE VIDEO DISK 
COMPUTER AIDED INSTRUCTION 
COMPUTER MANAGED INSTRUCTI 
SPECIFIC 
RATING 
5.000 
4.909 
4.273 
3.364 
3.364 
3.273 
3.091 
3.000 
GENERAL 
RATING 
4.91 
4.03 
3.86 
3.35 
2.35 
3.15 
2.81 
2.58 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
MEDIA SELECTION FOR OBJECTIVE 12.0 
1-
2. 
3 • 
4 • 
5. 
6. 
7. 
8. 
MEDIUM 
MEDIATED INTERACTIVE LECTU 
OPERATIONAL EQUIPMENT 
WHOLE TASK TRAINER 
PART TASK TRAINER 
MOCK-UP 
INTERACTIVE VIDEO DISK 
COMPUTER AIDED INSTRUCTION 
COMPUTER MANAGED INSTRUCTI 
SPECIFIC 
RATING 
5.000 
4.909 
4.273 
3.364 
3.364 
3.273 
3.091 
3.000 
GENERAL 
RATING 
4 . 91 
4.03 
3.86 
3.35 
2.35 
3.15 
2 . 81 
2.58 
I 
I MEDIA SELECTION FOR OBJECTIVE 13.0 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
1-
2 • 
3. 
4. 
5. 
6. 
MEDIUM 
MEDIATED INTERACTIVE LECTU 
WHOLE TASK TRAINER 
PART TASK TRAINER 
INTERACTIVE VIDEO DISK 
COMpUTER AIDED INSTRUCTION 
COMPUTER MANAGED INSTRUCTI 
SPECIFIC 
RATING 
5.000 
4.125 
3 . 625 
3.250 
3.125 
3.000 
GENERAL 
RATING 
4.91 
3 . 86 
3.35 
3.15 
2.81 
2.58 
I 
I 
I MEDIA SELECTION FOR OBJECTIVE 14.0 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
1-
2 • 
3. 
4 . 
5. 
6. 
7. 
8 . 
MEDIUM 
OPERATIONAL EQUIPMENT 
MEDIATED INTERACTIVE LECTU 
WHOLE TASK TRAINER 
PART TASK TRAINER 
MOCK-UP 
INTERACTIVE VIDEO DISK 
COMPUTER AIDED INSTRUCTION 
COMPUTER MANAGED INSTRUCTI 
SPECIFIC 
RATING 
5.000 
5 . 000 
4.400 
3.400 
3 . 400 
3 . 300 
3.100 
3.000 
GENERAL 
RATING 
4.03 
4 . 91 
3.86 
3.35 
2.35 
3 . 15 
2 . 81 
2.58 
I 
I 
I MEDIA SELECTION FOR OBJECTIVE 15.0 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
1-
2. 
3. 
4 • 
5. 
6. 
7. 
8. 
MEDIUM 
OPERATIONAL EQUIPMENT 
MEDIATED INTERACTIVE LECTU 
WHOLE TASK TRAINER 
PART TASK TRAINER 
MOCK-UP 
INTERACTIVE VIDEO DISK 
COMPUTER AIDED INSTRUCTION 
COMPUTER MANAGED INSTRUCTI 
SPECIFIC 
RATING 
5.000 
5.000 
4.400 
3.400 
3.400 
3.300 
3.100 
3.000 
GENERAL 
RATING 
4.03 
4.91 
3.86 
3.35 
2.35 
3.15 
2.81 
2.58 
I 
I 
I MEDIA SELECTION FOR OBJECTIVE 16.0 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
1-
2. 
3 • 
4. 
5. 
6. 
MEDIUM 
MEDIATED INTERACTIVE LECTU 
WHOLE TASK TRAINER 
PART TASK TRAINER 
INTERACTIVE VIDEO DISK 
COMPUTER AIDED INSTRUCTION 
COMPUTER MANAGED INSTRUCTI 
SPECIFIC 
RATING 
5.000 
4.286 
3.714 
3.286 
3.143 
3.000 
GENERAL 
RATING 
4.91 
3.86 
3 . 35 
3.15 
2.81 
2.58 
I 
I 
I MEDIA SELECTION FOR OBJECTIVE 17.0 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
1-
2 • 
3. 
4. 
5. 
6. 
MEDIUM 
MEDIATED INTERACTIVE LECTU 
WHOLE TASK TRAINER 
PART TASK TRAINER 
INTERACTIVE VIDEO DISK 
COMPUTER AIDED INSTRUCTION 
COMPUTER MANAGED INSTRUCTI 
SPECIFIC 
RATING 
5.000 
4.125 
3.625 
3.250 
3.125 
3.000 
GENERAL 
RATING 
4.91 
3.86 
3.35 
3.15 
2.81 
2.58 
I 
I 
I MEDIA SELECTION FOR OBJECTIVE 18.0 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
1-
2. 
3. 
4 • 
5. 
6. 
7. 
8. 
MEDIUM 
OPERATIONAL EQUIPMENT 
MEDIATED INTERACTIVE LECTU 
WHOLE TASK TRAINER 
PART TASK TRAINER 
MOCK-UP 
INTERACTIVE VIDEO DISK 
COMPUTER AIDED INSTRUCTION 
COMPUTER MANAGED INSTRUCTI 
SPECIFIC 
RATING 
5.000 
5.000 
4.400 
3.400 
3.400 
3.300 
3.100 
3.000 
GENERAL 
RATING 
4.03 
4.91 
3.86 
3.35 
2 . 35 
3.15 
2.81 
2.58 
I 
I 
I MEDIA SELECTION FOR OBJECTIVE 19.0 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
1-
2. 
3 • 
4 • 
5. 
6. 
7. 
8. 
MEDIUM 
MEDIATED INTERACTIVE LECTU 
OPERATIONAL EQUIPMENT 
WHOLE TASK TRAINER 
PART TASK TRAINER 
MOCK-UP 
INTERACTIVE VIDEO DISK 
COMPUTER AIDED INSTRUCTION 
COMPUTER MANAGED INSTRUCTI 
SPECIFIC 
RATING 
5.000 
4.909 
4.273 
3.364 
3.364 
3.273 
3.091 
3.000 
GENERAL 
RATING 
4.91 
4.03 
3 . 86 
3.35 
2.35 
3.15 
2.81 
2.58 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
MEDIA SELECTION FOR OBJECTIVE 20. 0 
1-
2. 
3 • 
4 • 
5. 
6. 
7. 
8. 
MEDIUM 
MEDIATED INTERACTIVE LECTU 
OPERATIONAL EQUIPMENT 
WHOLE TASK TRAINER 
PART TASK TRAINER 
MOCK-UP 
INTERACTIVE VIDEO DISK 
COMPUTER AIDED INSTRUCTION 
COMPUTER MANAGED INSTRUCTI 
SPECIFIC 
RATING 
5.000 
4.909 
4.273 
3.364 
3.364 
3.273 
3 . 09l 
3.000 
GENERAL 
RATING 
4.91 
4.03 
3.86 
3.35 
2.35 
3.15 
2.81 
2.58 
I 
I 
I 
I 
I 
I 
I 
I APPENDIX F 
I USER ATTITUDES QUESTIONNAIRE 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
~ ATTITUPIS OVISTIOMNAIRI 
THIS QUESTIONNAIRE WAS DEVELOPED TO ASSESS YOUR REACTIONS TO THE 
DEVICE EFFECTIVENESS TECHNOLOGIES (DET): ASTAR (THE AUTOMATED 
SIMULATOR TEST AND ASSESSMENT ROUTINE) AND AIMS (AUTOMATED 
INSTRUCTIONAL MEDIA SELECTION SYSTEM). THE QUESTIONS WILL 
ADDRESS YOUR ACCEPTANCE OF AND ATTITUDES ABOUT THE USER 
FRIENDLINESS. AND OVERALL USEFULNESS OF THE DET AS WELL AS YOUR 
GENERAL FEELINGS REGARDING COMPUTERS. 
YOUR COOPERATION IN COMPLETING THIS QUESTIONNAIRE IS VERY 
IMPORTANT AND GREATLY APPRECIATED. 
NAME: Dennis Hribar, Phil stuckmeyer, Peter Stokes 
BRANCH/ SERVICE 
NAME OF COMPANY: Newport News Shipbuilding 
WORK PHONE: (804) 688-2351 
AUTOVON ___ ' _ ___ X, ___ _ 
NAME OF TRAINING 
SYSTEM(S) ANALYZED: Internal Auxiliary Launcher for Seawalf 
POINTS OF CONTACT: 
NAVAL TRAINING SYSTEM CENTER 
RHONWYN CARSON PHONE 380-4829 
INSTITUTE fQB SIMULATION AHU TRAINING: 
DR. MICHAEL COMPANION PHONE 658-5024 
I 
TABLE OF CONTENTS 
I 
I REAC'I'IONS TO ASTAR • •••••••••••••.•••••••••••••••••••• • ••• 3 
OVERALL REACTIONS..... . ........ .. .... . • • . . • • • . • . • • •• 3 
I SCREEN. • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • •• 4 
I 
TERMINOLDGY. • • • • • • • • • • • • . • • • • • • • • • • • • • • • • • • • • • • • • • •• 4 
LEARNING ASTAR • •••• •••••••• ..•••• • • •••• •. ••• ·••••••• 5 
I USING ASTAR ••••.•••••• • •• •• •••••••••• • ••• • •·•• ••••• · 5 
ASTAR OUTPUT ... . ... ....... . • • . . . • • • . . • • • • . . . • • • . . . •• 6 
I ACCEP1'ANCE OF ASTAR..... • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • •• 7 
I REACTIONS TO AIMS . ........ • • . . . • • . . . . • • • . • • • • • • • • • • . • • • •. 10 
I OVERALL REACTIONS...... • • • • • • • • • • • • • • • • • • • • • • • • • • • •• 10 SCREEN ••••• •• •••• • •••• ••••••••••••••• • •••••• • • •••••• 1 0 
I TERMINOLOGY. • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • 11 
I..EARNING AIMS ••••••••••••••••••• ••• •• • . •• •• ••••••••• 11 
I USING AIMS.. • • • • • . . • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • •• 12 
I AIMS OUTPUT •• ••• ••• •••• ••• •• • • •••••••••••• •• •••• • ••• 12 
I ACCEP'l'ANCE OF AIMS •• •••••• • ••••••••• ••• ••• •••• •••• ••• •• •• 13 
I 
COMFORT WITH COMPUTERS ••••• • •••••••• • •••••• ••••• • ••• ••••• 16 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
OVERALL ATTITUDES 
PLEASE RANK ORDER ASTAR, AIMS, AND YOUR CONVENTIONAL METHOD OF 
TRAINING EFFECTIVENESS EVALUATION/ MEDIA SELECTION WITH REGARD TO 
THE FOLLOWING (I.E. l=HIGHEST, 3=LOWEST): 
OVERALL UTILITY 
1 CONVENTIONAL METHOD 1 CONVENTIONAL METHOD 
3 ASTAR 3 ASTAR 
2 AIMS 2 AIMS 
RELEVANCE EFFECTIVENESS 
1 CONVENTIONAL METHOD 3 CONVENTIONAL METHOD 
3 ASTAR 2 ASTAR 
2 AIMS 1 AIMS 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
RlhCTIONS %Q ASTAB 
PLEASE CIRCLE THB NUKBBR ON THB SCALB THAT REPRESENTS YOUR 
PBBLINGS ABOUT THE SPBCIPIED PEATURE IN ASTAB. 
OVBRALL RlACTIONS 
NOT AT ALL USEFUL VERY USEFUL 
1 * 3 4 567 
DIFFICULT EASY 
* 2 3 4 567 
FRUSTRATING SATISFYING 
* 2 3 4 567 
INADEQUATE POWER ADEQUATE POWER 
1 2 3 4 * 6 7 
RIGID FLEXIBLE 
1 * 3 4 567 
UNPRODUCTIVE VERY PRODUCTIVE 
* 2 3 4 567 
SCRIEN 
ORGANIZATION OF THE MENUS IS: 
ILLOGICAL LOGICAL 
1 2 3 4 * 6 7 
LABELS FOR FUNCTIONS WITHIN THE MENUS 
CONFUSING 
1 2 3 4 * 
PRESENTATION OF THE QUESTIONS IS: 
CONFUSING 
1 2 34* 
WRITTEN PROMPTS ARE: 
ARE: 
VERY CLEAR 
6 7 
VERY CLEAR 
6 7 
NOT AT ALL HELPFUL VERY HELPFUL 
1 2 3 * 5 6 7 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
ASTAR 
TBRKINQLQGX 
COMPUTER KEEPS YOU INFORMED ABOUT 
NEVER 
WHAT IT IS DOING: 
ALWAYS 
567 1 * 3 4 
LANGUAGE USED IS: 
CONFUSING EASILY UNDERSTOOD 
1 • 3 4 567 
USE OF TERMS THROUGHOUT PROGRAM IS: 
INCONSISTENT VERY CONSISTENT 
1 • 3 4 567 
LEARNING ASTAR 
LEARNING TO OPERATE THE SYSTEM IS: 
DIFFICULT EASY 
• 2 3 4 567 
EXPLORING NEW FEATURES BY TRIAL AND ERROR IS: 
DIFFICULT EASY 
• 2 3 4 567 
INSTRUCTIONAL MATERIALS PROVIDED ARE: 
NOT AT ALL HELPFUL VERY HELPFUL 
* 2 3 4 567 
INSTRUCTIONAL MATERIALS PROVIDED ARE: 
INCOMPLETE VERY THOROUGH 
* 2 3 4 567 
I 
"'~TAR 
I l!SI!!G AS'l'AR 
I TASKS CAN BE PERFORMED IN A STRAIGHT-FORWARD MANNER: NEVER ALWAYS 
1 2 3 4 • 6 7 
I 
AUDIO/VISUAL FEEDBACK IS: 
I NOT AT ALL HELPFUL VERY HELPFUL 1 2 3 • 5 6 7 
I USER MEMORY REQUIREMENTS ARE: TOO HIGH VERY LOW 
• 2 3 4 5 6 7 
I ERROR MESSAGES PROVIDED ARE: 
I NOT AT ALL HELPFUL VERY HELPFUL 1 • 3 4 5 6 7 
I APTAI! OUTPl1T 
I ANALYSIS RESULTS ARE: NOT AT ALL USEFUL VERY USEFUL 
1 • 3 4 5 6 7 I 
ANALYSIS RESULTS ARE: 
I DIFFICULT TO UNDERSTAND EASY TO UNDERSTAND • 2 3 4 5 6 7 
I FORMAT OF THE RESULTS IS: CONFUSING VERY CLEAR 
I 1 2 
3 • 5 6 7 
I COMMENTS (RE: OUTPUT IN GENERAL) : 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
ASTlIB 
lICCBPTlUiCE Ql ABTAR 
PLBlIBE PLACE lIN I IN TB PARENTHESES ONDBR THE LABEL WHICH 
18 CL08B8T TO YOtIR lIGRBBllBIIT OR DI811GRBBllBIIT WITH THB 8TlITEMl!IITS 
1. I AM SURE I COULD DO WORK WITH ASTAR. 
STRONGLY 
AGREE 
( ) 
SLIGHTLY 
AGREE 
( ) 
SLIGHTLY 
DISAGREE 
(X ) 
STRONGLY 
DISAGREE 
( ) 
2. I EXPECT TO HAVE LITTLE USE FOR ASTAR IN MY DAILY WORK. 
STRONGLY 
AGREE 
(X ) 
SLIGHTLY 
AGREE 
( ) 
SLIGHTLY 
DISAGREE 
( ) 
STRONGLY 
DISAGREE 
( ) 
3. ONCE I START TO WORK WITH ASTAR, I WOULD FIND IT HARD TO STOP. 
STRONGLY 
AGREE 
( ) 
SLIGHTLY 
AGREE 
( ) 
SLIGHTLY 
DISAGREE 
( ) 
STRONGLY 
DISAGREE 
(X ) 
I 4 . KNOWING HOW TO WORK WITH ASTAR WILL INCREASE MY JOB EFFECTIVENESS. 
I 
I 
I 
I 
I 
I 
I 
I 
I 
STRONGLY 
AGREE 
( ) 
SLIGHTLY 
AGREE 
( ) 
5. ANYTHING THAT ASTAR CAN 
OTHER WAY. 
STRONGLY SLIGHTLY 
AGREE AGREE 
( ) ( ) 
6. I WOULD FEEL COMFORTABLE 
STRONGLY SLIGHTLY 
AGREE AGREE 
( ) ( ) 
BE USED 
WORKING 
SLIGHTLY 
DISAGREE 
(X ) 
FOR, I CAN 
SLIGHTLY 
DISAGREE 
( ) 
WITH ASTAR. 
SLIGHTLY 
DISAGREE 
( ) 
DO 
STRONGLY 
DISAGREE 
( ) 
JUST AS WELL 
STRONGLY 
DISAGREE 
(X ) 
STRONGLY 
DISAGREE 
(X ) 
SOME 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
ASIAR 
PLJUUlE USeR THE POLLO.llla AS PULLY AS POBBIBLE. 
1. WHAT ASPECT(S) OF ASTAR DO YOU LIKE ~? 
Thorough analysis of training aspects of training device ________ _ 
2. WHAT ASPECT(S) OF ASTAR DO YOU LIKE LEAST? 
Tedious data entry, inflexible data model once it is entered, 
focused on one device, does not allow comparison of two systems 
within the program 
3. WHAT DO YOU FEEL COULD BE DONE TO IMPROVE ASTAR? 
Provide input output from database or spreadsheets. Allow 
revision of data base, allow input data to be duplicated, upgrade 
to mouse input, allow side by side comparison of two systems 
rather that all one system then the next. Graphic output as is 
possible from spreadsheets. 
4. HOW LONG DID IT TAKE YOU TO BECOME COMFORTABLE USING ASTAR? 
LESS THAN 1 HR 1-2 HRS 2-3 HRS X MORE THAN 3 HRS 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
ASTAB 
5. CONSIOER THE ULTIMATE DECISIONS MADE ABOUT THE TRAINING SYSTEM(S) 
ANALYZED USING ASTAR. 
DO YOU FEEL THERE WERE THERE DIFFERENCES IN THESE DECISION(S) FROM 
THOSE WHICH WERE OR WOULD HAVE BEEN MADE USING YOUR CURRENT APPROACH 
TO TRAINING EFFECTIVENESS EVALUATION OR MEDIA SELECTION? 
X YES NO UNABLE TO ANSWER 
IF YES, TO WHAT EXTENT WAS THE OUTCOME(S) DIFFERENT? 
____ EXTREMELy DIFFERENT 
MODERATELY DIFFERENT ONLY SLIGHTLY DIFFERENT 
PLEASE EXPLAIN: Gives specific requirements for simulator 
trainer 
I 
I 
RlACTIONS 72 AlHI 
PLlUUIB CIRCLB TlIB WIlBER ON TlIB SCALB TJlAT REPRESENTS YOOR 
FEELINGS ABOOT TlIB SPECIFIBD FEATORE IN AlHI· 
I 
OVBBALL RlACTIONS 
I NOT AT ALL USEFUL VERY USEFUL 1 2 3 4 • 6 7 
I DIFFICULT EASY 1 2 • 4 5 6 7 
I FRUSTRATING SATISFYING 1 2 3 • 5 6 7 
I 
INADEQUATE POWER ADEQUATE POWER 
1 • 3 4 5 6 7 
RIGID FLEXIBLE 
I 1 • 3 4 5 6 7 
UNPRODUCTIVE VERY PRODUCTIVE 
I 1 2 3 4 • 6 7 
I SCRUN 
I ORGANIZATION OF THE MENUS IS: ILLOGICAL LOGICAL 
I 1 2 3 4 • 
6 7 
LABELS FOR FUNCTIONS WITHIN THE MENUS ARE: 
I CONFUSING VERY CLEAR 1 2 3 4 • 6 7 
I PRESENTATION OF THE QUESTIONS IS: CONFUSING VERY CLEAR 
I 1 • 3 4 5 6 7 
WRITTEN PROMPTS ARE: 
I NOT AT ALL HELPFUL VERY HELPFUL 1 2 3 • 5 6 7 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
TlRIIINOWGY 
COMPUTER KEEPS YOU INFORMED 
NEVER 
ABOUT WHAT IT IS DOING: 
1 2 
ALWAYS 
3 4 * 6 7 
LANGUAGE USED IS: 
CONFUSING EASILY UNDERSTOOD 
1 2 3 • 567 
USE OF TERMS THROUGHOUT PROGRAM IS: 
INCONSISTENT VERY CONSISTENT 
1 2 3 4 * 6 7 
LBloRNING AIIIl! 
LEARNING TO OPERATE THE SYSTEM IS: 
EXPLORING NEW 
DIFFICULT EASY 
1 2 3 4 • 6 7 
FEATURES BY 
DIFFICULT 
1 
TRIAL AND ERROR IS: 
EASY 
2 3 • 5 6 7 
INSTRUCTIONAL MATERIALS PROVIDED ARE: 
NOT AT ALL HELPFUL VERY HELPFUL 
1 2 3 4 5 • 7 
INSTRUCTIONAL MATERIALS PROVIDED ARE: 
INCOMPLETE VERY THOROUGH 
1 2 3 4 5 • 7 
I 
I AIll!!. 
I USING AIlm 
TASKS CAN BE PERFORMED IN A STRAIGHT-FORWARD MANNER: 
I NEVER ALWAYS 1 2 3 4 5 • 7 
I AUDIO/VISUAL FEEDBACK IS: NOT AT ALL HELPFUL VERY HELPFUL 
I 
1 2 • 4 5 6 7 
DEMANDS ON USER KEMORY ARE: 
I TOO HIGH VERY LOW 1 • 3 4 5 6 7 
I ERROR MESSAGES PROVIDED ARE: NOT AT ALL HELPFUL VERY HELPFUL 
1 • 3 4 5 6 7 I 
AIll!!. OUTP\lT 
I ANALYSIS RESULTS ARE: NOT AT ALL USEFUL VERY USEFUL 
I 1 2 • 4 5 6 7 
ANALYSIS RESULTS ARE: 
I DIFFICULT TO UNDERSTAND EASY TO UNDERSTAND 1 2 • 4 5 6 7 
I FORMAT OF THE RESULTS IS: CONFUSING VERY CLEAR 
I 1 2 • 4 5 6 
7 
COMMENTS 
I 
(RE: SPECIFIC RESULTS SCREENS): 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
ACCBPTANCB Ql AlKi 
PLBASE PLACB lUI X III TB PARI!lIlTllBSBS tlllDER THB LABEL 1IlIICB 
IS CLOSEST TO YOUR AGRBBKBIIT OR DISAGRBBKBIIT WITH TBB STATBKBIITS 
1. I AM SURE I COULD DO WORK WITH AIMS . 
STRONGLY 
AGREE 
( ) 
SLIGHTLY 
AGREE 
(X ) 
SLIGHTLY 
DISAGREE 
( ) 
STRONGLY 
DISAGREE 
( ) 
2 . I EXPECT TO HAVE LITTLE USE FOR AIMS IN MY DAILY WORK . 
STRONGLY 
AGREE 
(X ) 
SLIGHTLY 
AGREE 
( ) 
SLIGHTLY 
DISAGREE 
( ) 
STRONGLY 
DISAGREE 
( ) 
3 . ONCE I START TO WORK WITH AIMS , I WOULD FIND IT HARD TO STOP . 
STRONGLY 
AGREE 
( ) 
SLIGHTLY 
AGREE 
( ) 
SLIGHTLY 
DISAGREE 
( ) 
STRONGLY 
DISAGREE 
(X ) 
4. KNOWING HOW TO WORK WITH AIMS WILL INCREASE MY JOB EFFECTIVENESS. 
STRONGLY 
AGREE 
( ) 
SLIGHTLY 
AGREE 
(X ) 
SLIGHTLY 
DISAGREE 
( ) 
STRONGLY 
DISAGREE 
( ) 
5. ANYTHING THAT AIMS CAN BE USED FOR, I CAN DO JUST AS WELL SOME 
OTHER WAY . 
STRONGLY 
AGREE 
( ) 
SLIGHTLY 
AGREE 
( ) 
SLIGHTLY 
DISAGREE 
(X ) 
6. I WOULD FEEL COMFORTABLE WORKING WITH AIMS. 
STRONGLY 
AGREE 
( ) 
SLIGHTLY 
AGREE 
(X ) 
SLIGHTLY 
DISAGREE 
( ) 
STRONGLY 
DISAGREE 
( ) 
STRONGLY 
DISAGREE 
( ) 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
AlII!! 
PLEASE ANSWER THE FOLLOWING AS FULLY AS POSSIBLE. 
L WHAT ASPECT(S) OF AIMS DO YOU LIKE ~? 
Model is flexible for adaptation __________________________________ __ 
2. WHAT ASPECT(S) OF AIMS DO YOU LIKE LEAST? 
Need more flexible control-ESC rather than jump to 
Interface could be fast if done directly on spreadsheet. 
for media, attributes and objectives not on screen. 
decisions on rating for attributes. 
3. WHAT DO YOU FEEL COULD BE DONE TO IMPROVE AIMS? 
basic. 
Text 
Tedious 
Replace subjective rating with decision support of appropriate 
used media . It relies on user to know the best application of 
media. Make output to spreadsheet and graphics. Provide input 
from word processor and database of objectives. 
4. HOW LONG DID IT TAKE YOU TO BECOME COMFORTABLE USING AIMS? 
LESS THAN 1 HR _X_ 1-2HRS 2-3 MRS 3 OR MORE HRS 
I 
I 
I 
I 5 . CONSIDER THE ULTIMATE DECISIONS MADE ABOUT THE TRAINING SYSTEM (S) 
ANALYZED USING AIMS . 
I 
I 
I 
WERE THERE DIFFERENCES IN THESE DECISION(S) FROM THOSE WHICH WERE 
OR WOULD HAVE BEEN MADE USING YOUR CURRENT APPROACH TO TRAINING 
EFFECTIVENESS EVALUATION OR MEDIA SELECTION? 
____ yES NO _X __ UNABLE TO ANSWER 
I IF YES, TO WHAT EXTENT WAS THE OUTCOME(S) DIFFERENT? 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
EXTREMELY DIFFERENT 
MODERATELY DIFFERENT 
PLEASE EXPLAIN: 
VERY DIFFERENT 
ONLY SLIGHTLY DIFFERENT 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
COIllORT nllI COKP!!TIBS 
BILOW ARE A SERIES OF STATIKINTS. PLACE AN % IN TBI PARENTHESES 
UNDIR THI LABEL WHICH XS CLOSIST TO YOUR AGRIIKINT OR 
DISAGRlIKINT TO THE BTATIKINTS. 
1. MY PAST EXPERIENCE WITH COMPUTERS HAS NOT BEEN 
STRONGLY SLIGHTLY SLIGHTLY 
AGREE AGREE DISAGREE 
( ) ( ) ( ) 
2. I LIKE TO WORK WITH COMPUTERS. 
STRONGLY SLIGHTLY SLIGHTLY 
AGREE AGREE DISAGREE 
(X ) ( ) ( ) 
3 • I USE COMPUTERS MANY WAYS IN MY WORK. 
STRONGLY SLIGHTLY SLIGHTLY 
AGREE AGREE DISAGREE 
(X ) ( ) ( ) 
4. WORKING WITH A COMPUTER MAKES ME VERY NERVOUS. 
STRONGLY 
AGREE 
( ) 
SLIGHTLY 
AGREE 
( ) 
SLIGHTLY 
DISAGREE 
( ) 
VERY GOOD. 
STRONGLY 
DISAGREE 
(X ) 
STRONGLY 
DISAGREE 
( ) 
STRONGLY 
DISAGREE 
( ) 
STRONGLY 
DISAGREE 
(X ) 
5. I WOULD FEEL OKAY ABOUT TRYING A NEW PROBLEM ON A COMPUTER. 
STRONGLY 
AGREE 
( ) 
SLIGHTLY 
AGREE 
( ) 
SLIGHTLY 
DISAGREE 
( ) 
STRONGLY 
DISAGREE 
(X ) 
6 . I HAVE A LOT OF SELF-CONFIDENCE WHEN WORKING WITH COMPUTERS. 
STRONGLY 
AGREE 
(X ) 
SLIGHTLY 
AGREE 
( ) 
SLIGHTLY 
DISAGREE 
( ) 
STRONGLY 
DISAGREE 
( ) 
I 
I 
I 
I 
I 
I 
I 
I APPENDIX G 
I USER LOG SYNOPSIS/ TRANSCRIPT 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
Mr. Phil Stuckemeyer initially attempted to build his own 
database. He had difficulty in doing so while running ASTAR from 
a floppy diskette. The program prompted for a non-evident batch 
file . Both the data disk and work copy disk were entered in an 
attempt to satisfy the search for the batch file; neither 
diskette resulted in a complete database. 
Mr. Stuckemeyer again attempted to build a data base using ASTAR 
from a floppy. He ignored the "Insert disk with batch file" 
prompt, and left the data disk in the drive. The prompt appeared 
again. Mr. Stuckemeyer inserted the system disk; the prompt 
indicated that a task and subtask was being built. Before 
entering, Mr. Stuckemeyer reinserted the data disk. The prompt 
indicated that the build was complete, and then asked that the 
disk with the batch file be inserted. When Mr. Stuckemeyer 
inserted the disk, the screen returned to an A: \> prompt. Mr. 
Stuckemeyer quickly looked at the new directory that had been 
built, named 40. His review revealed that the 40 directory was 
on the system disk, and that there was nothing in either the 40 
directory, or on the data diskette. 
Next, Mr. Stuckemeyer endeavored to build database 40 from 
the hard drive . After Mr . Stuckemeyer followed the prompts, the 
screen indicated "Database build completed". Mr. Stuckemeyer 
returned to the C: \ ASTAR> prompt, and looked for the 40 file. It 
was not on the C drive, and not on the floppy diskette. Mr. 
Stuckemeyer concluded that a database cannot be successfully 
completed in accordance with the procedures as listed in the 
user's manual . 
Mr . Pete Stokes subsequently attempted to manipulate the 
databases that were provided by 1ST. First, Mr. Stokes created a 
directory named "40". Then he copied the six files developed b y 
1ST into directory 40. 
Mr. Stokes chose to work with the Database Maintenance 
option. When Mr . Stokes was entering tasks and subtaslcs (option 
one), he found that the screen displayed did not resemble the 
screen that the workbook said would appear. A title should have 
been requested . Instead , the screen asked for a training device 
task with a subtask number. Mr . Stokes exited the program to try 
again. 
Mr . Stokes' next attempt again found a request for a 
training device task with a subtask number. Mr. Stokes entered 
"1.0". The screen prompted for a title, and then again for a 
training device task with a subtask number. Mr. Stokes entered a 
total of five tasks/ subtasks, and repeated the process for 
operational equipment. 
Some confusion ensued when Mr. Stokes attempted to correct 
an input error, and alao upon his entering of controls and 
displays . Mr . Stokes realized that editing is possible, and that 
controls and displays must be added for each task. .Five 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
controls/ displays were entered for the first task, and the same 
amount entered for the first task under operational equipment. 
Mr . stokes did not appreciate ASTAR's commonality analysis, 
and questioned the value of this option . He did not have 
problems following the procedures, but believed that the program 
did not do anything. He asked why the computer could not compare 
the task statements, match key words for phrases, and then simply 
request verification. 
Mr. Stokes had technical problems with similarity matching. 
After Mr . Stokes entered the first control n\llDl::ler as prompted, 
the screen indicated a run-time error, and the computer exited to 
the c: \> prompt. ASTAR was run again: unfortunately, however, 
none of the previously input data was available. 
Next, Mr. Dennis Hribar loaded both ASTAR and AIMS. He 
observed that files and information were missing that would allow 
smooth movement from loading to running. He recommended that 
more on-line direction be added . 
While running AIMS, Mr. Hribar found that when he used the 
master copy, the program installed on the hard drive was deleted. 
The write-protect function precluded the program from being 
erased on the floppy diskette . Mr . Hribar recommended that an 
on-screen spreadsheet with a window offering more information be 
added to the program . He also believes that the program should 
run on its own without printing and make automatic file backups. 
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